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From The Editorial Staff 


Hello everyone and welcome to the 26th edition of the SMITE 
Official Magazine! If this is the first time you stumbled across 
this community project turned official Hi-Rez product, an 
even greater welcome to you! All of the people working on 
this magazine are SMITE enthusiasts like you, and we all 

try to create content that appeals to all types of players. 


This month we're addressing one of our writer's pet peeves: 
the lack of anti-heal being built in casual and low level ranked 
games. | have to say, he does make a good point, several 
actually, so | recommend reading ‘The Achilles Heal’ if you're 
looking to broaden your technical knowledge. | know, the 

pun is strong in the title. Sorry about that. We also dip in 

the inner workings of Cupid solo in the Island of Love lyes, 
another great pun and yes, again my apologies!) and take 

a look at what positioning is and how you can improve it. 


We also introduce Fafnir and the Ratatoskr Rekit, detailing 
the ins and outs of the kit and how to make it work in your 
games. Khepri gets some love again this month, though 

it is in his more comfortable Support role this time, as 

we feature a breakdown of the items that enhance his 
already formidable capabilities in ‘Let’s Build Khepri’. 


eSports fans also have plenty to read, including an overview 
of the Oceania Pro League and their start in the Summer 
Split. Of course we couldn't pass Dreamhack at all, and 
Hungry For More has their own spotlight as well. 


Want to relax with a bit of fan fiction? We got you covered! We 
were able to snatch the diary of the Sly Messenger this month 
and we follow Kali and Chaac as they pillage and plunder 
their way across the world (with some help of everybody's 
favorite pooch Fenrir). ‘Worlds Collide’ continues with its 
seventh installment, continuing the tale of clashing gods. 


As you can see, plenty of stuff for you to read! 


So grab some coffee, sit back and enjoy the 26th 
edition of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 


Managing Director Editor 
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THE ACHILLES HEAL 


By Stephen Boyd ~~~ 


n the realm of casual SMITE, and the lower 

| ranks of competitive SMITE, there is a common 
trend that stems from a very notable misconception: 
buying anti-healing items should only be done when 
the enemy team has a healer in their composition, 
because that is when you get the most utility out of 
anti-healing. It is not possible to argue against the 
stated premise, as players do gain the most benefit 
from anti-healing when their opponents have more 
sources of healing, but the conclusion is actually 
false because of an unstated premise that most 
people seemingly ignore: all players have an inherent 
source of healing via health regeneration totals as per 
five second intervals, or HP®. Additionally, Hunters 
and some Mages will benefit from buying lifesteal 
items, which gives those characters additional 
healing. Finally, while there are characters that 
are able to heal their teammates, ranging from 


Ra and Sylvanus to Chiron and Chang’e, there are 
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many characters that are able to heal themselves 
in addition to their HP5 and lifesteal, such as 
Arachne, Chronos, Sol, and almost all Warriors. 
Considering that, more often than not, all gods in 
the game will have one or two consistent sources of 
healing, there is an inherent value in all methods of 
anti-healing, and picking it up will go a long way. 

So in lower levels of play, why is anti-healing not 
commonly purchased? Many players | have come 
across have opted to buy Titan’s Bane instead of 
Brawler’s Beat Stick or Bulwark of Hope instead of 
Pestilence. While these choices are not necessarily 
incorrect based on the situation, when asked about 
their choice of items, these players respond with 
something along the lines of “the enemy does not 
have a healer on their team, so buying Brawler’s/ 
Pestilence would be a waste of an item slot.” 

This is not sound reasoning, simply because the 


conclusion is false even if the premises are true. 
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Your opponents may not be running a god that is 
able to heal their teammates, but because of the 
inherent healing that is common among most 

gods, anti-healing items are certainly not a wasted 
item slot. Regardless of your opponents’ team 
composition, their fight potential will be significantly 
hindered if one or two people purchase some form 
of anti-healing. So buying at least one anti-healing 
item does have a substantial amount of merit. 

In SMITE, there are four main purchasable 
sources of anti-healing: Curse, Divine Ruin, Brawler’s 
Beat Stick, and Pestilence. Since purchasing one 
or two of these items will increase your teamfight 
potential by a substantial margin, it is important to 
know what each of these items do and when they 
should be purchased. So in order to save you some 
time, | have described each of the items below in 
terms of their stats, benefits, and downfalls in order 
to show you which items are most efficient and 
should be the ones that are picked up consistently. 

Starting off with the easiest form of anti-healing 
to discuss, the relic Curse is a hit-or-miss pick that 
is too easily countered to be worth considering in- 


depth. The relic itself provides a 40% movement 
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Speed penalty and a 65% healing reduction, which 

is the largest healing reduction of all purchasable 
means of healing reduction, and can be a good 
purchase if you are looking to gain the upper hand in 
an early teamfight as it counters the Meditation relic’s 
healing and can force people to prematurely use their 
escape abilities if they are not looking for a fight. The 
core problem with this item is that the relic Sprint 
essentially negates the slows and the effective healing 
reduction of Curse. Sprint not only increases all allies’ 
movement speeds by 40% for a significant amount of 
time, but it makes them immune to slowing effects as 
well. Consequently, not only is the slow negated, but 
because the players that used Sprint are faster than 
the players who used Curse, the players who used 
Sprint will be able to reposition themselves more 
efficiently and thereby put themselves in a position 
where the players who purchased Curse cannot deal 
damage to them. Since healing is only purposeful in 
order to regenerate health that was lost via taking 
damage, if the players do not take any initial damage, 
then the healing reduction Is ultimately irrelevant. 
Thus, Sprint is a direct counter to Curse, and is 
technically superior because It can be picked up at 
the same time for the same cost, but is on a shorter 
cooldown. The same Sprint will be available every 
time the same Curse Is used, thereby completely 
rendering the Curse nearly useless. The only means 
of negating a Sprint through Curses is to either buy 
another Curse and hope that your opponents do not 
purchase another Sprint, or to bait your opponents 
into using their Sprint offensively and to catch them 

in a poor position. In either of these scenarios, 

you are committing a lot of your resources into 
healing reduction which is too easily countered, so 
ultimately Curse Is the most inefficient of the means 
of healing reduction despite being free, immediately 


accessible at level one, having a slow incorporated 
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into the active, and having the highest numerical 
healing reduction of the four common potentials. 
Next is Divine Ruin, a magical item which reduces 
your opponents healing and regeneration by 40% 
for eight seconds when they are hit with the owner's 
abilities. Additionally, it provides 50 magical power, 
150 mana, and 15% magical lifesteal, all for the low 
price of 1820 gold. Realistically, this item is balanced 
and does not need to be changed, but this is still a 
very inefficient item overall. The mana may help early 
game, but because it is a Somewhat irrelevant factor 
for the late-game, the extra mana Is a negligible perk. 
Additionally, purchasing this item for magical power 
and lifesteal is ultimately inefficient, as magical 
lifesteal is not efficient on most Mages to begin 
with due to reduced lifesteal values on abilities, and 
Divine Ruin provides some of the lowest magical 
power of all magical items. Any other items that 
offer lower power, such as Telkhines Ring or Spear 
of the Magus, have better passives and additional 
stats for damage output, making them more efficient 


in the long run. Therefore, while Divine Ruin does 
The Official SMITE Magazine Issue #26 


have a purpose that it can serve well, this is the one 


item that should truly serve as a situational pick, 
and only when the next two items are not enough. 
Second to last is a slightly more common item: 
Brawler’s Beat Stick. This item has the exact same 
passive as Divine Ruin, but offers 40 physical power 
and 20 physical penetration instead of magical power, 
magical lifesteal, and mana. While the numbers 
appear to be lower on this item, physical damage 
scales better than magical power, meaning that It 
is possible to gain more from less physical power. 
Couple this with the 20 flat penetration, and the result 
is an item that scales better into the lategame than 
Divine Ruin ever will, making it a vastly superior 
pickup if you are looking for healing reduction. The 
only true issues with this item are that it only works 
on physical abilities, and because most Hunters 
rely on basic attacks and Warriors need defenses 
more than extra damage, Brawler’s should only 
really be purchased by an Assassin. Even then, the 
item does not provide the stats that most Assassins 


want early-game, such as the movement speed 
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from Warrior Tabi or the cooldown reduction from 
Jotunn’s Wrath, so at the very earliest it should 


be a third purchase. Nevertheless, the attributes 


provided by the item are excellent for the cost, and 
is a highly recommended purchase as one of your 
two primary sources of anti-healing for your team. 
The other source, and last item on the List, is 
Pestilence. Costing only 2150 gold, Pestilence is 
without a doubt the best healing reduction item in 
SMITE, despite having the lowest numerical value 
of 25% healing reduction. It is a defensive item that 
does not provide any form of power, penetration, or 
lifesteal, so while it should only be picked up by the 
defensive classes, the lack of a damage orientation 
means it can be picked up by both Warriors and 
Guardians. The item itself provides 200 additional 
health a 90 magical protections, which are two 
fantastic stats. At 90 magical protections, Pestilence 
provides the most magical protection of any magical 
defense item, with the exception of an Oni Hunter's 
Garb that has acquired all three passive stacks. 
However, Pestilence is the more efficient of the two 
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because the 90 protections is constant while the range 
of Oni Hunter's Garb’s protections ranges from 60 to 
95. Additionally, 200 extra health is always relevant 
at all stages of the game, unlike the additional mana 
provided by Divine Ruin, and increases the effective 
damage mitigation of Pestilence by a significant 
margin than if the item only provided 90 magical 
protections. Finally, despite being a magical defense 
item, because the healing reduction applies to both 
the healing from Warriors and the lifesteal from 
Hunters, this item is fundamentally effective against 
all classes except for potentially some Assassins. 
But being only a single item, additional physical 
defence can and should be purchased by Warriors 
and Guardians, making Pestilence an essential 
part of a well-rounded defense build. In Conquest, 
this item should primarily be purchased by solo- 
lane Warriors who are going to be the frontliners 
of the group, and therefore are the ones applying 
the passive consistently without using any abilities, 
but Guardians and some Assassin junglers can 
make use of Pestilence effectively as well. Without 
a doubt, because of how strong this item’s utility 
is, there are very few reasons as to why this item 
should not see play every game, be it a Casual Arena 
match or a competitive Ranked Conquest match. 

In short, some stats have more utility than others. 
Healing reduction is a stat that is unfortunately 
and unjustifiably overlooked, given its ultimate 
effectiveness in all game modes, and appears in 
enough decent items that at least two of them should 
be purchased. These are not items that are only 
So situational as to counter an opponents’ healing 
composition, but rather are so generally useful that 
at least one, if not two or three of them, should be 


purchased by an appropriate class every match. 


By Stephen Boyd 
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BY JORG VAM DER VELDENK 


In every SMITE pro match the most thrown around term is»without a doubt, ‘positioning. Even in Ranked 


games this comes up time and time again, especially when you or your teammates are not performing as 


well as you could. But what is positioning exactly? That, my loyal reader, is what I'm here to explain. 


‘ie 


Pg A? j 


12. The SMITE Community Magazine Issue #26 


We | started playing SMITE in the early 
. stages of open beta | had no prior MOBA 


experience. Hell, | didn’t have any PvP experience 


period! Even back then people were constantly 


_ telling me my positioning was bad, that | needed 


to improve my positioning, or just plainly that | 
sucked at the game. While that last one was true, 
nobody told me what this ‘positioning’ thing was. 
It took me over a year, and a lot of analysis of (pro) 
streamers playing the game to figure out what it 


is and what | need to take into consideration. 


POSITIONING: A DEFINITION 


While a lot of people might want to make you 
think otherwise, good positioning Is a hard thing 
to define. This is primarily because It is completely 


dependent on the situation, your goal, your role, the 


team composition and so forth. Every single aspect 


of the game affects your positioning needs, and 


~ asaresult the ‘definition’ is constantly shifting. 


The best thing I’ve been able to find is a 
checklist of sorts, listing the conditions you need 
to fulfill to have the best positioning possible: 

e Can | contribute to the situation? 
e Can|react to the enemies actions? 
e Can | advance when the situation moves? 


e Canlretreat when the enemy advances on me? 
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While they might seem self explanatory, 
especially to the more veteran players, there 
are some small points that are easily forgotten 
in the heat of the battle, which can result in an 
awful turn of events. To help you out, I'll break 
down each of the points to clarify what they 
mean so you too can have good positioning, 


no matter what your role or playstyle is. 
CONTRIBUTING TO THE SITUATION 


The first point is immediately the most malleable 
and vague point in the list, while at the same time it 
makes players around the world go: ‘Duh, of course 
you ve got to contribute’. But what Is contributing to 
the situation? That entirely depends on the situation 
and your role. Let’s take a Midlaner during a lull in 
the game as an example. Depending on the god(dess) 
you re playing and the situation, this could mean 


farming your lane to get your items online, roaming 
The SMITE Community Magazine Issue #26 


to other lanes to apply pressure, maybe even group 


up and force an objective or teamfight. But which 
one contributes to the situation’ the most? That is 
entirely up to you (and your team] to decide. Farming 
might be the best option when all lanes are doing 
well and there are no objectives to take. But this 
changes the momenta big objective, like the Gold 
Fury, is about to respawn. Then roaming across 
the map and applying pressure, maybe even force 
a teamfight or find a pick or two contributes more 
than simply farming waves and jungle camps. 
While it’s easy to write this off as situational 
awareness (knowing what's going on around the 
map and the best course of action to take based off 
of that), it is an essential part of your positioning 
as well. Rotating over to the Solo lane because 
they've been struggling opens up the Gold Fury for 
the enemy team because it takes longer for you 
to get there than it does for the enemy Midlaner 


that stayed In lane and farmed. This macro level 
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view of positioning Is often forgotten, as people notice depending on the situation, and you might 

tend to focus positioning as something essential have to contribute in ways you're not expecting. An 

to fights and skirmishes. However, this is an Assassin Jungler, like Serget, might have to zone 
essential part and crucial to keep in mind. (scare off] the enemy, usually the job of the Solo laner, 


Speaking of which, contributing to the situation or protect an ally, usually the job of the Support. 


is a lot easier to define when it comes to (potential) The best way to figure out what the 

fights and (potential) ganks, but is still heavily optimal way of contributing to the situation is 
dependent on your role. For the Midlaner we've been is to ask yourself these three questions: 
talking about, this means being able to hit the enemy e What is happening now? 

team with their damaging abilities, and in the case e What is likely to happen 1-5 

of healers like Hel or Ra, be able to heal your allies. minutes from now? 

This changes drastically when you play a Support, as e Which one of these is more important? 
contributing usually means locking down opponents In the case of a fight, the minutes of the 
with CC (crowd control) or protecting your allies. second question turns into seconds as fights 
Most roles have their purpose in fights relatively tend to move and progress extremely fast. 


clearly defined, but this can change in a moment's 
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Let's illustrate this with an example: You're 
playing Anhur and you're fighting a low health 
Athena and a medium health Janus in the jungle 
with an allied Zeus who is about to get his cooldowns 
back (what is happening now). You expect Athena 
to dash away and Janus to portal through a nearby 
wall to escape [what is likely to happen in the next 
1-5 seconds). Even if Athena dashes away, Zeus is 
still very likely to secure the kill with his abilities. 
However, Zeus doesn't have the mobility to catch up 
to Janus while you as Anhur can. Add to this that a 
kill on a Midlaner is generally more valuable than a 
kill on a Support, so you should probably focus your 
attention on the Janus and maybe even jump over the 
wall preemptively to cut off his escape route. While it 


would be easy to focus on the kill on Athena right in 
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front of you, it’s more important to prevent the Janus 


from getting away [which one is more important). 
REACTING TO THE ENEMIES’ ACTIONS 


Luckily, this aspect is a lot easier to work with but 
that doesn't make it any less important. Discarding 
the obvious: “Of course you have the react to the 
enemy! It’s a MOBA!”, what do | mean by this? Simply 
put: You have the space to avoid enemy attacks or 
abilities, you have the space to help or assist team 
members with reacting to the enemies actions and 
you can change your positioning (reposition yourself] 
based on the enemies movement and positioning. 

Part of this is already described in the final 


paragraph of ‘Contributing to the situation’ 


: 
i 
: 
4 
4 
i 
of 
i 
4 
| 
‘i 


The GameOn Magazine 15 


above. Seeing the Janus move towards a wall 


means he’s positioning himself to use his portal 
to escape through it. Reacting to that by jumping 
over the wall and blocking his escape is a perfect 
example of reacting to the enemy's actions. 

Another great example, but of the exact opposite, 
‘Is what often happens when teams are trying to get 
the Gold Fury. Many players tend to bunch up around 
our Golden Maiden, making them very susceptible 
to powerful AoE abilities like Hun Batz’s Fear No Evil 
or Zeus’ Lightning Storm. While a late game Hunter 
with some lifesteal might be the best person to 
tank it from a health perspective, it does mean that 
the ADC Is in melee range of the objective. Add the 
(usually) Warrior, Assassin and Guardian to that and 


you have 80% of the team in a few feet of each other. 


This leaves you unable to quickly react to the enemy's 


actions as even the best players body block each 


other in that situation, putting the entire team at risk. 
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Assisting team members with reacting to abilities 


is not that complicated either, though executing it 


well can be hard. This could mean body blocking 


an enemy so a low health ally can escape, using 
an ability to create distance with a knockback like 
Anhur's Impale or simply healing them and giving 


them increased movement speed with Hel’s Inspire. 


However, on a more zoomed out scale, reacting 


on enemy rotations is also part of this aspect of 
positioning. Seeing the enemy midlaner move 
towards the Solo lane to alleviate some pressure 
means you have to make a decision: do you follow? 
Do you keep farming? Do you rotate towards the Gold 
Fury to take advantage of the enemy's absence? All 


of these fall under reacting to the enemies’ actions. 


ADVANCING WHEN THE SITUATION MOVES 


Nothing in a match Is static and any aspect of 


a situation, or the situation as a whole, can change 
in a second. I've purposely divided this into two 
parts, advancing and retreating, as they have their 


own criteria and thought processes tied to them. 


Advancing when the situation moves is most 


applicable in teamfights. A retreating enemy 
can escape fairly easily if you position yourself 

- incorrectly and don't take your abilities into account. 
Ne Zha, for example, is at a disadvantage In jungle 
fights when you compare him to gods like Thor 
and Serget who have the ability to traverse walls 
directly. This requires the Ne Zha player to be 
much more aware of the walls and obstructions 


around him to be able to chase fleeing enemies. 


However, moving when the situation moves isn't 


always that directly tied to a teamfight. You'll see a 
lot of pro ADC players rotate to the Mid lane when 
the rest of the team Is centered around the Solo 


lane, even when the fight already dissipated. While 
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the initial intent might have been to join the fight, 
the purpose of the rotation changed before they got 
there and applying pressure in the middle lane is 
more important at that moment, especially if the 
tower is already low. The situation ‘moved’ from a 


fight in Solo lane to an objective push in the Mid lane. 


RETREATING WHEN THE 
ENEMY ADVANCES ON ME 


Or more simply put: can | run from a losing fight? 
Where the previous paragraphs revolved around 
moving forward, this revolves around moving back. 
Being caught in the corner of the Mid Harpies pit 
might enable you to chase an enemy running into the 
jungle, it also completely cuts off your escape, unless 
you have a teleport or jump.ability off cooldown. 

Regardless of whether it’s in a team fight or 
about enemy rotations, you always need to have an 
escape route planned. While having an open path 
behind you (or some object to jump over) is the first 
and most obvious step, the enemies abilities need to 


be taken into account as well. A Hun Batz with Blink 
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and Fear No Evil up can delay you enough for the rest 

of the enemy team to catch up and finish you off, as 

can an Odin with his Ring of Spears available (and 

we all know the cooldown of that is 5 seconds!). Both 

require you to Keep more space between you and 

the enemy, and thus requiring you to increase your 

‘circle of awareness’, than a Zeus and Artemis need. 
The same ideas apply with regards to 

enemy rotations. The only difference being that 


they're not pounding on your face just yet. 


IS THIS A COMPLETE GUIDE? 


Honestly, no. As | said at the start of the article: 
this is the information I’ve gathered after playing 
the game for over three years and watching pro 
SMITE for roughly the same time, so it’s possible 
I've missed something. However, this should 
give you a good start, at the very least, with 
understanding positioning and what to take into 
account. All| hope for is that this helped you improve 


the quality and your enjoyment of the game! 


BY JORG VAM DER VELDEX 
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SMITE’S GAME MODE 


SYSTEM 


hen creating an online game, developers 
Wee choose a quality game mode system. 

For some games It is easy, as they only have one 
game mode. But for a game like SMITE, a game that 
completely changed the MOBA scene by offering 
multiple game modes early in the development 
cycle, it is a difficult balancing act. Unlike Valve's 
Dota 2, Smite features a wider variety of maps that 
vary in team size and objective. Although Riot’s 
League of Legends also features multiple game 
modes, Smite has double the permanent modes 
ten to six {including ranked]. Along with the camera 
perspective, this is another huge reason many 


players flocked to Smite from other MOBAs. 


The issue for Hi-Rez Studios is that they will 
always have to balance having a large map roster 
while also having a large population for each mode. 
Smite’s map roster has seen a few changes since 
its launch in 2012, such as the addition of Clash, 


Ranked Arena and the removal of Domination 
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and Conquest pre-made. However, both of these 
changes caused a lot of controversy. Many see a 
good and bad side to the system, and have suggested 
possible improvements. This will be yet another 
assessment that will hopefully shed light on what 


the strengths and weaknesses of the system are. 


THE GOOD 


Hi-Rez does a few things extremely well with 
their game mode system. Smite features game 
modes so that parties of 3 or more can be alone 
on ateam. Parties of three can play as their own 
team on Joust, parties of four on Siege, and parties 
of five on a variety of modes. Many argue that the 
“Joust the two of us” MOTD [Match of the Day) 
should be permanent, but most parties contain 
three or more players. The match of the day is 
also a great addition to the system, as it offers 


players a break from the permanent modes. 
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The game mode system does a good job of 
reaching out to all audiences, from casual to 
competitive players. If you just want to play a simple 
and fun mode with your friends, Arena fits the 
bill. If you want to play a more complex or serious 
mode, Clash or Conquest are what you're looking 
for. The game mode system lets you hone specific 
skills that will help you if you play Conquest (Smite’s 
main mode]. Arena can be helpful in teaching you 
proper teamfight positioning and coordination. 
Siege can help you effectively farm your jungle (also 
invading the enemy jungle], call out enemy positions, 
defend towers/phoenixes, and zone for objectives. 
Although it doesn’t compare to actually playing 


Conquest, you can improve with less of the stress. 


NEEDED IMPROVEMENTS 


The main issue with Smite’s game mode system 
is that there are too many of them, separating the 
game's smaller player base. Many serve the same 
purpose, making their existence fruitless. | would 
suggest a removal of Clash, as there are too many 
ovo game modes. Arena already has the role of 
being a very casual game for parties of five. | also 
feel as if a return of Domination would be beneficial 
for Smite, as it would be nostalgic for the long-time 
fans of the game. Although Hi-Rez said that Siege 
was a permanent replacement to Domination, the 
return of Domination will also add the presence of 
an Egyptian map, something that has been missing. 
Domination would also be a great way for people 


to take a break from “Killing the Titan” modes. 


A queue similar to Blizzard's “Overwatch” could 
also be implemented for those who want a faster 
queue time and don't care about what map they 


play (It could be called “Quick Queue”). Another 
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controversy among the Smite community Is the rating 
system in Ranked modes. As seen in Suntouch’s 
video (Suntouch is Dignitas’ Support), the current 
system doesn't put players in balanced matches and 
penalizes players too much for losses. Although it 
doesn't affect a majority of the community, a balanced 
TP system is important to the longevity of the Ranked 
scene. Hi-Rez has shown they are working on the 

TP system, according to a tweet by HiRezChris 
(Executive Producer of Smite). The change mentioned 
above is good for Ranked players, but does nothing 


for those who consider SMITE a casual game. 


By Jacob Russell 
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AGAINST THE GRAIN: THE 
ISLAND OF LOVE 


eason Three has seen changes for every 

5. in Conquest, but the return of the 
Speed Buff and the changes to Fire Elementals 
has changed the flow of the Solo Lane side of the 
map many times. After the change to jungle layout 
we are seeing a change to Jungler’s rotations 
into the Solo Lane early and a lot of fighting 
over the Fire Elementals. Due to these changes 
characters have fallen into and out of the meta. 

Let us consider all the tasks a solo laner is 
expected to complete and the tools that will help 
you succeed. One of the greatest strengths to 
playing a god in the Solo lane is the abundance 
of gold and experience. Because you do not split 
your wave or camps with another character for 
the majority of the game Solo laners are typically 


boosted into the Mid and Late-Game fairly early. 
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This presents a great deal of information to consider 
as the enemy has the same potential to reach 
End-Game quickly as well. This is why we often 
see gods with high offensive impact being played 
on this side of the map, you want to be able to 
throw the weight of that extra gold and experience 
around in the teamfight as much as you can. 

The other factors that will affect your success 
in a large way are safety and sustain. While getting 
early kills against your opponent will boost you 
towards victory, it is an element of the early game that 
isn't necessary. As long as you can clear your wave 
safely and secure your jungle camps you can have 
the impact you wish later in the game. Certain gods 
like Tyr are highly valued for this ability, regardless 
of their matchup in lane. Worst case they can take 


some abuse, clear their wave and sustain some of 
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the damage. When they arrive in a teamfight they 
will be well ahead of the majority of the 
enemy team and translate that into 
a devastating amount of control. 

Recent patches haven't changed 
the Solo lane cast greatly over this 
season, but it has allowed for a few 
sleepers to work their way into the 
mix. With all these factors 
considered let us turn Solo 
Island into the Island of Love 
with Solo Cupid. Cupid is a Hunter who has seen 
little success due to his weak boxing potential when 
compared to Hunters with great steroids like Apollo 
and Rama. What he does excel at is versatility and 
control. A first look at his kit makes him appear 
to be a perfect candidate for the Solo lane, except 
in the past his clear has also been sub par. 

The new changes to Golden Bow have drastically 
changed Cupid's quality of life, but it hasn't given 


him the tools necessary to defeat many Hunters 


in the ADC role. It does however give him a great 
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amount of clear and safety in the Solo lane. His 

ability to clear at range also means he 

can be semi aggressive against his 
lane opponent as he won't draw 


aggro from the ranged minions. 


aggressive Warriors to punish them 
and bully them out of lane. Cupid 

iS unique in this regard as he has 

high amounts of harass damage 

with his first ability Heart Bomb and 

excellent sustain with second ability Share the Love. 
His third ability Flutter gives him some offensive 
and defensive versatility allowing him a great deal 
of safety in the shorter Solo lane. He may use this 
to close distance on a fleeing enemy, or evade an 
impending gank from the jungle. Cupid's ultimate 
Fields of Love works similarly, slowing, crippling and 
mesmerizing his opponents in a large zone offering 
him to time he needs to escape his attackers or the 


crowd control necessary to guarantee more damage. 
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Hunters usually suffer in Solo due to 


their lack of early sustain, which allows 


Cr 


These factors make Cupid great for handling a 
Specific set of opposing gods. Cupid excels against 
gods who deal most of their damage at close 
range, as he can easily kite them with ranged basic 
attacks and flutter away from anyone who closes 
the distance. Guan Yu, Odin, and Tyr are popular 
gods in the solo lane that come to mind. Guan Yu 
deals the majority of his damage at close range with 
Taolu Assault, a channeled ability which serves as 
his wave clear as well. Cupid can harass Guan Yu 
pretty freely while he tries to clear wave which also 
leaves Guan Yu with little ability to box with him and 
forces him to use his heal often taxing his mana 
pool greatly. Should Guan close the gap onto Cupid 
he can Safely flutter away or heal the majority of the 
damage back to himself with Share the Love. Tyr is 
similarly easy to deal with as he traditionally lines 
himself up with the wave to clear it, allowing an easy 
lineup for Cupid's heart bomb. Should Tyr aggress 
onto Cupid he can drop a Fields of Love to disable 
Tyr’s mobility with it’s cripple before fluttering to 


safety. The matchup against Odin is a bit riskier, but 
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satisfying to pull off. The classic “Bird Bomb” combo 


that serves as Odin’s clear and damage Is easy for 
Cupid to avoid as you can flutter away from. Dashing 
towards Odin as he leaps guarantees you will not be 
hit as he cannot leap backwards. Should Odin use 
his ultimate to cage Cupid in, Fields of Love can deny 
Odin the ability to use the combo while he is inside 
the field and gives Cupid time to deal his own damage 
and potentially an easy to land Heart Bomb stun. 

Cupid's kit has a great deal of synergy with 
his passive, which affords extra healing, damage 
and control to his other skills. His passive 
Lovestruck, stacks up to 8 times and adds 2% 
extra damage per stack to Cupid’s next damaging 
skill. Heart Bomb also gains a stun at max 
rank. One effective combo is connecting a fully 
stacked Heart Bomb to an enemy, then hitting 
them with Fields of Love securing extra damage, 
crippling, slowing, stunning and mesmerizing. 

Cupid allows for a great deal of safety and sustain 
which gives your team a late game Hunter with a 


high amount of farm who should have great amounts 
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of damage and control into the teamfights. Cupid 
doesn't work with every team composition though, 
so how do we know when to bring him in. Last issue 
| presented Jungle Khepri, who serves as a great 
replacement for a frontliner since solo lane would 
typically provide that. He can also synergize well with 
a tankier Fenrir, Athena, Ymir or any Warrior. Cupid 
brings a great deal of sustain and tower damage 
to help his team siege or force objectives. Because 
of his great synergy with his team, and possibly 
having another Hunter in the ADC role on the team 
Cupid has a bit of freedom in what he builds. 
Building a caster style build with no lifesteal 
is definitely viable with the healing from Share 
the Love. Cupid’s physical power scaling on his 
abilities are also fantastic with 90% scaling on 
Heart Bomb, 25% on Share the Love and 100% 
on Fields of Love. While building no lifesteal is 
viable in the early game, the extra survivability for 
late game Is recommended. Not to mention that 
sustaining your own health with lifesteal allows you 
to Share the Love with your teammates instead of 
yourself, maintaining your mana, and their health. 
Let’s discuss build options. There are two items 
that provide Cupid with the sustain or clear needed 
to make it to late game unharassed, these items 
are Transcendence and Golden Bow. Golden bow 
is recommended as it allows Cupid to harass and 
clear effectively against the tankier Solo lane gods 
and provides a great deal of power and movement 
speed with it’s new buff. After Golden Bow, Boots 
will continue to spike Cupids power as well as 
movement speed to maintain a safe distance from 
would be assailants and aid him in rotating to Fire 
Elementals, Blue Buff and Mid-Camps quickly to 
maintain a steady lead. At this point it is up to the 
player to decide whether to build lifesteal as a 


traditional Hunter, or to build cooldown with Jotunn’s 
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wrath. Jotunn’s allows for higher survivability and 
harass with cooldown as well as a bit more mana 
and penetration to play with. These items provide the 
core of Cupid's build, allowing for three conditional 
items towards the end. Breastplate of Valor is 

decent for late game capping his cooldown and 
transitioning Cupid to a semi supportive backline 
damage dealer providing heals and crowd control 

to protect the backline. Other high damage items 
like Bloodforge, Titan’s bane and even Masamune 
change Cupid to more of a caster than a Hunter. 
Brawler’s Beatstick gives Cupid additional utility to 
shut down the healing of lane opponents like Guan Yu 
and Hercules and hamper the sustain of the enemy 
Hunter in the late game. Traditional Hunter builds do 
work, but are less effective during the laning phase. 


Two recommended builds are: 


Golden Bow, Warrior Tabi, Jotunn’s 
Wrath, Brawler’s Beat Stick, Bloodforge 


and Breastplate of Valor. 
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Golden Bow, Warrior Tabi, Asi, Jotunn’s 


Wrath, Titan’s Bane, Masamune. 


You won't want to pick Cupid in every situation, 
so keep in mind his strengths and weakness. He 
doesn't excel against targets who can stick to him 
like Osiris, Bellona and Ravana. He does amazing 
against melee ranged gods whose abilities are simple 
to dodge or also make up their wave clear, forcing 
them to choose attacking him at range or clearing 
wave. He translates into a high damage support in 
the late game helping secure objectives with this high 
burst, sustaining the team through sieges and peeling 
for himself and the backline quite effectively. He 
synergizes well with tanky frontline junglers and skill 
shot dependant Mid laners like Nu Wa, Scylla and Nox 
using his CC to set them up with their high damage 


combos. Now go bring some love to solo island. 


By Zakery Warren 
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DIARY OF... 
RATATOSKR 


By Helena Wachhaus ~~~ 


Dear Diary, 
ou won't guess what just happened. So Janus 

Ye. me that Tyr told him that Aphrodite 
was talking to Vamana by the Siege Monster who 
said that he was minding his own business, killing 
some fire elementals, when he saw Loki take all 
of the wicks from Nox’s candles. Normally, | would 
be too busy laughing at such an amazing prank, 
but it’s an unspoken rule to not mess with Nox’s 
candles. | mean, have you ever had to wait out the 
all-encompassing darkness, huddled in a corner, 
praying to anything that’s listening that you'll still 
have all of your fingers and toes when the light comes 
back? No, of course not. But when you mess with her 
candles, she trips after one step and she gets mad, 
really mad. Then the darkness descends and, well, 
the experience is enough to traumatize anyone. 

It’s been a while since the candles were tampered 
with and, lucky for me, my courage was enough to 
save me from the darkness the last time it happened. 
| was sitting in a room, counseling Athena on her 
strategies --something that she asks me to do a lot-- 


when the darkness descended. We sat in terrified 


silence for over forty minutes waiting for something 
to grab us out of the inky blackness. There was even 
a moment where one of the mugs we had resting 

on the table crashed to the floor and Athena was 
forced to grab onto my arm for comfort. That's when 
| realized that she was as scared as | was and that 


w | needed to be the one to get us through this trial. 


pi Sse | searched deep within myself and rallied enough 
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strength to resume the tactical discussion, thus 


distracting the goddess from the darkness around us. 


While | really don’t want to experience that 
again, | can’t just tell on Loki, he’s like a brother 
to me. | watched over him since he was born and 
cheered every one of his exploits. He was one of 
the only gods with sharp enough eyes to see me 
as | traveled the World Tree, doing my duty by 
keeping the Eagle and the Dragon company. Loki, 
harmless prankster that he is, always took the 
time to wave. Most of the other gods were too busy 
to pay homage to me or were too scared of my 
strength to challenge me to something as simple 
as a conversation. But not Loki. He has earned my 
respect with his courage and quick thinking. Let 
someone else tell Nox of the trickster’s actions, | 
will not be the one to condemn him to her wrath. 

After thinking over every possible course of 
action, and their repercussions, | think that the best 
thing to do would be to find one of the more cowardly 
gods and keep them company. Almost everyone 
here would benefit from listening to the many tales 
of my glorious exploits. Anyway, | should go track 
someone down until the inevitable darkness befalls 
us. Maybe Cupid? No, Cupid is brave enough to 
face his fears. Ares then. If my gentle voice will be 


rv 


LAR 
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able to soothe his fears than | will humbly go and 


perform my duty like the pious god that | am. 


Dear Diary, 

This is Ratatoskr reporting to you live from 
the middle of the battlefield. Where | am currently 
up against a wall hiding from enemy fire. Literally, 
there are huge balls of fire raining down and 
smashing into the walls all around me. They seem 
to be coming in bursts of three, but | honestly can’t 
tell for sure because most of my attention Is being 
spent on keeping track of other things and not on 
counting the bursts of flame. | would change my 
location, or at least move, but there...well there’s 
fire everywhere. While | could leap into the safety 
in the branches of my tree, | doubt I'd be able to 
do it without setting parts of my fur on fire. I’m 
not jumping because of my own fear though, I’m 
staying in the middle of the fire because a lot of the 
goddesses take comfort in stroking my fur. Who 
would | be to deny them that pleasure and comfort? 

Well what do you know, one of the fireballs 
managed to get over the wall. I’m going to not be in 
this particular spot anymore, because everything's 
on fire and it hurts. Have no fear goddesses, even 


though my glorious fur was damaged, the deity 
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responsible for this will pay. The fur will grow 
back and | will be just as strong and snuggly as 
always. All this means is that | have yet another 
opportunity to show my strength and prove it to 
another god in what will only be the best of smack 
downs. Alright, the current plan Is to jump out 
of here and land on the idiot who decided that | 
looked flammable. I’m gonna wreck whoever did 
this and make them pay with just one acorn. 

Or not. 

This is Ratatoskr, reporting to you live from 
the fountain where | have just respawned. It was a 
fearsome skirmish. There must have been eight of 
them against the one of me --even though that would 
break the unbreakable rules of the game. | fought 
bravely, but even with my magnificent fighting style 
the odds were just too high. | tried to be brave and 
take some of them out to even the playing field, but 
there were just too many. They hacked and slashed 
at me in a way that even the mortals of Midgard 
would call brutish. It might be a compliment that 
they had to gang up in order to defeat me, but it 
proves that the other side has no respect for their 
betters. Alas, | was overpowered and forced to 
concede the battle. But it was a valiant effort; if 
bards were still around they would be singing my 
praises for years to come. Whatever happened to 
bards anyway? Nevermind, my team is calling for 
my help. It’s time to fix all of their problems and 


win this game. That'll show those other gods. 


Dear Diary, 

What a day I’ve had, you would not believe how 
amazing this day has been. Seriously, today has 
been fantastic, | doubt something this wonderful will 
ever happen again. It beats the day that Freya fell 
for me after | defeated the largest and fiercest of the 


giants. It even beats the time that Bellona expressed 
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her gratitude. Do you want to know what happened 
today? Well I'll tell you. | had the day off. Yup, spent 
the entire day without engaging In combat, just 
resting and talking to the other gods. It was glorious. 
| even got Scylla to laugh, an actual laugh mind you, 
not that creepy giggling thing she does all the time. 
She's spent a lot of time perfecting that unnerving 
noise and she knows exactly when to use It. | have it 
on good authority that if you get on Scylla’s bad side, 
she'll find out where you sleep and stay out of sight, 
laughing. But | was able to get her to laugh and | can 
truthfully say, that her actual laugh is just as creepy 
as her regular one. There were just so many teeth. 
How does someone with such a small jaw even have 
so many teeth? | should ask someone about that. I'd 
be helping Scylla; if she has too many teeth than that 
could cause her a Lot of pain in the future. There’s 
probably more teeth between Scylla and all of her 
dogs than there are between all of the gods. | don't 
even know how she manages to take care of that 
many teeth, she should be the goddess of dental care. 
But back to talking about how fantastic my day 
was. Fighting is wonderful and | enjoy it, but I’m 
a friend, not a fighter. My true calling is to roam 
the branches of the world tree, keeping the lonely 
company and spreading cheer throughout the nine 
realms. All of the battles have robbed me of the 
joy of just chatting with those around me. | know 
the other gods missed my prowess on the field 
today, but sometimes you have to just take time to 
appreciate yourself. Not that | don’t appreciate who 
lam, because | do. Who else Is talented enough to 
take out gods of war, strategy, and strength armed 
with nothing but their own cunning and a handful of 


acorns? This handsome, fearless, squirrel, that’s who. 


By Helena Wachhaus 
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LET’S BUILD: KHEPRI 


By Caley Anderson ~~~ 


n Let’s Build, we examine a god, and 

| give an overview of what common items 
and builds for that god are, and the reasoning 
behind them. This week, the lovable hug 
bug and beetleman himself, Khepri. 

Khepri is a very interesting Guardian whose 
kit is a bit different than the standard layout. His 
peeling ability, while respectable, is not on par with 
that of other Guardians such as Athena or Geb, and 
his team fight presence and macromobility are also 
very poor compared to the standard of these fellow 
top Guardians, though his CC is comparable. What 
Khepri really brings to the table, however, is an 
ultra-strong laning phase, excellent single-target 
CC, and his unique lifesaver ultimate. While Khepri 
remains strong in later phases of the game, he is 


dominant in the laning phase, where he practically 
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ensures better clear, is extremely dangerous on the 

attack, and can save his laning partner with his ult. 
On to the item builds. We will 

presume Khepri wants to be a support, 


since he is rarely played elsewhere. 


1- WHAT SHOES? 


While building Traveler's Shoes Is possible, the 
general choice Is going to be between Shoes of Focus 
and Shoes of the Magi. [Reinforced Shoes is heavily 
disfavored]. In most cases, Shoes of Focus will be 
the correct choice, especially if you are significantly 
ahead in the early game, not an unusual situation for 
Khepri. However, you may wish to elect for Shoes of 


the Magi to press your damage advantage. Usually 


The GameOn Magazine 


g 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
j 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
; 
ee ee 
i 
i 
i 
i 


you will prefer to keep your CDR high, as that statistic 


is generally of key importance to Guardians. 


2- CORE PROTECTIONS I - 
THE SEASON 2 COMBO 


The eternal question for all supports Is 
how to become tanky early on. One choice, less 
popular but no longer a laughing stock after a 
few recent buffs to the items concerned, is to 
stick to the Season 2 standard build of rushing 
Sovereignty and Heartward Amulet, usually 
Sovereignty first, to provide the protection auras 
to your team. This is certainly still a possibility, 
but these items do not provide as much personal 
protection as they once did, and their wearers are 


a bit more vulnerable than you'd like tanks to be. 


3- CORE PROTECTIONS Il - 
OTHER PHYSICAL CHOICES 


Breastplate of Valor remains a logical choice for 
an early support item; it provides badly-needed CDR 
and plenty of physical protections. If you are facing 
a VERY auto-attack focused team composition, it is 
often useful to rush something like a Midgardian 
Mail or a Hide of the Nemean Lion early, and combo 
it later with the standard Witchblade. If VERY far 
ahead, Dynasty Plate Helm is a possibility, but if that 


works, it probably didn’t matter much what you built. 


4~-CORE PROTECTIONS Ill - 
OTHER MAGICAL CHOICES 


Bulwark of Hope remains the gold standard for 
magical protections in terms of pure survivability, 


and is probably the most popularly-built pure 


magical protections item. Genji’s Guard is a solid 
The Official SMITE Magazine Issue #26 The GameOn Magazine 


Z 
Z 
CO nD 
Y 
A 


_ 


nnn 


underrated item assuming you are not getting your 


CDR elsewhere. Void Stone is excellent later on 
in the game as Khepri starts to take more fights 
with a magical carry fighting by his side, and it 
provides a not-insignificant boost to Khepri’s own 
damage output as well. Pestilence should not be 
discounted against healing-heavy team comps, 
either; as with many choices a support makes, 
it’s not so much about optimizing your god, as it 


is about ensuring your team has what it needs. 


5 - CORE PROTECTIONS IV - THE CLOAKS 


It's hard (impossible, in fact) to beat the cloak 
tree for efficient pure tanking, and for this reason 
its items are rightly very popular. Hide of the Urchin 
provides 70 total protections at zero stacks for a very 
reasonable 2400 gold, stacking up to an insanely-good 
130 total protections (65 of each) when fully stacked. 
Stacking it is the key, though - build Urchin early if you 
build it at all. Mantle of Discord is an excellent late- 
game choice; it is obscenely expensive at 3100 gold, 


but it provides 120 total protections immediately, plus 
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a bit of CDR to top you off if you didn't already have 

it, plus it’s got the always-fun shockwave passive, 
which stuns nearby enemies and provides short CC 
immunity when the wearer drops below 30% health. 
Spirit Robe is less efficient in terms of protections, 
but it does give 10% CDR. It also gives CC Reduction, 
although that is a stat of low worth in the current 
meta. Magi’s Blessing, once a staple of Smite, Is 
now not viewed as a particularly worthwhile choice 


due to its limited usefulness in a prolonged fight. 


6-UTILITY 


As a support, your first question about utility 
items should be about what your team needs. A team 
with a Kali jungle and an Artemis ADC, for instance, 
suggests that Witchblade is mandatory. A team with 
a Hercules, Ra, and Freya indicates Pestilence, and 
so forth. You can also look out for yourself this way; 
build Winged Blade to protect against slows, and so 
on. Much of utility building is simply common sense. 

For Khepri in particular, there are a few 


particularly well-adapted choices. Gem of 
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Isolation can be a good choice due to the long- 
term DoT of Rising Dawn; this provides Khepri 
with powerful additional CC that can hit multiple 
targets ina team fight. Khepri tends to be at 
close range with enemies for long periods of 
time, so Mystical Mail is a possibility, albeit a 
somewhat janky one, since Khepri and supports 


generally prefer other physical defense items. 


7-RELICS 


While relics are largely determined by enemy 
team composition (Poseidon = Sanctuary, Ares = 
Purification, and so forth), Khepri himself greatly 
benefits from Blink, which allows him to immediately 
and unexpectedly control a target from long range 
using Abduct. Other than this, standard support 
actives are useful - Curse, Sprint, and Shell are 
all great choices, especially if your team doesn't 
already have them. Scout Is very underrated 


and can lead to huge gold and ward 
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advantages, but it’s a big sacrifice to ask of Khepri, 
who usually drops a team fight active like Shell or 


Curse, to get Scout; his team fight is already poor. 


To summarize Khepri - one usually builds Shoes 
of Focus [though sometimes Shoes of the Magi, 
followed by a core of protections of 2 or 3 items, either 
a combination of physical and magical items (usually 
prioritizing physical defense first], or through use 
of some of the items in the Cloak Tree. After that, 
it’s utility items all the way, or hybrid items like Void 
Stone if Khepri is far ahead. | personally have tended 
to stick to the old Season 2 build of Sovereignty + 
Heartward Amulet since that combo was re-buffed, 
followed by whatever pressing utility items may be 
needed, with hopefully a Mantle of Discord and a 
Spirit Robe to provide late-game tankiness, and an 
occasional Gem of Isolation If no other utility item 
seems particularly pressing. Figure out what works 


for you, and may your hugs bug your opponent. 


By Caley Anderson 
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WHO IS FAFNIR? 


he young warrior stood before the 
Te cavity In the face of the mountain 
before him. The air was heavy with deathly and 
putrid odors, which only became more potent as 
he neared. The fumes caught within his throat, 
threatening to suffocate him there on the spot. 
It was obvious this was the cave the dwarf- 
smith had told him about. He was given a single 
mission: kill the monstrous beast lying within. His 
assumptions were confirmed when, from deep 
within the cave, something caught the warrior’s 
eye: a faint golden glimmer, beckoning his entry. 
“That must be the treasure,” the young 
warrior thought to himself. “That will be a fine 
reward for the bounty.” The young warrior had heard 
grim tales about those who steal the legendary 
golden treasure known as the Andvaranaut, but 
he paid them no heed. All men must die some 
day, why not be wealthy while one lives? 
The warrior gripped his sword with confident 
strength, or was it naiveté? He wiped any uncertainty 
from his mind, instead focusing intensely on the 


battle to come. He recalled what the dwarf-smith 
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told him about the beast within the cave, the fiend 
who guarded his golden coins with steadfast, 
endless greed: the dragon known as Fafnir. 

Fafnir had once been a dwarf as well, the 
dwarf-smith confessed. He was known for his great 
strength and fearless soul, but he had darkness in 
his heart. He was given the job of sole protector of his 
father’s collection of priceless jewels and glittering 
golden coins, but he often seemed to take his position 
with much more severity than required. Most paid 
his behavior no mind, but a few others believed it 
was rooted in something else far more sinister... 

One day, the trickster god Loki paid a visit to 
the house of Fafnir’s father, Hreidmar the Dwarf King, 
with the pelt of an otter he had found and slain that 
day in hand. Much to the surprise of everyone, the 
dead animal Loki carried was actually Hreidmar’s 
son, a Shapeshifter who preferred to spend the sunlit 
days as an otter, lazily swimming around and eating 
fish. Overcome with rage, the king demanded that 
the otter be stuffed with gold as reparation to his 
family and his honor. However, Loki was not one to 


concede to such demands willingly... at least not 
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without having a little fun of his own. Loki used the 
powers of the legendary ring Andvaranaut, which 
had the power to create gold from nothing. However, 
it came with a price: anyone who owned the gold 
was doomed to suffer endless misfortune and death 
for as long as it stayed in their possession. Using 
the cursed gold from the Andvaranaut to stuff the 
pelt, Loki fulfilled the agreement and gave the 
gold-stuffed animal - and the ring - to Hreidmar. 
Before the king could take the pelt, however... 
crack. A swift and impossibly powerful blow to the 
back of Hreidmar’s head shattered his skull from 
behind. As the Dwarf King fell forward, lifeless, the 
bloody figure of Fafnir stood in his place, remorseless 
and cold, crimson-stained hammer in hand. Fafnir 
snatched the golden pelt from Loki’s hands and 
bolted towards the vast span of wilderness, in 
possession of both the cursed gold and the ring it 
came from. Darkness had consumed Fafnir’s heart, 
and greed had overcome him, emotionally and 
physically. Overwhelmed by the grips of the curse 
and his own sin, Fafnir morphed into the symbol 
of greed itself: a dragon, armed with corrosive, 


poisonous breath. From that day forward, Fafnir had 
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but one purpose in life: the guard the treasure he 

proclaimed to be his, that which was his birthright 

and his sole joy. Fafnir had truly become a monster. 
“And he’s a monster that must die,” 


thought the warrior as he entered the cave. 


Fafnir, Lord of Glittering Gold is the newest god 
to join the battlegrounds of SMITE! Hailing from the 
Norse pantheon, Fafnir is a Guardian who focuses on 
enemy disruption while simultaneously buffing his 
allies. However, in line with his lore, Fafnir truly shines 
when he uses his ultimate, which transforms him into 
a fearsome dragon and buffs all of his basic abilities! 
Let’s take a closer look at Fafnir and his abilities. 

Fafnir’s Passive is Endless Greed. Being a 
devilishly greedy little dwarf, Fafnir gains four bonus 
gold from all sources of income, including kills and 
assists on both towers and enemy gods, as well as 
minions. In addition, Fafnir gains bonus protections 
based on how much gold you are currently 


carrying around with you, capped at 30 protections 


for 1000 gold. That's a fair amount of passive 
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protections, but don’t get greedy with your backs! 

Since Fafnir is a bit of an odd case, let’s actually 
move on to his ultimate, because it directly affects 
the rest of his abilities. This ability is called Dragonic 
Corruption. When Fafnir activates this ability, his 
curse of greed takes over his physical form, resulting 
in him turning into a huge dragon! Fafnir is both 
rooted yet untargetable during the transformation 
period, and when it ends all surrounding enemies 
are poisoned for three seconds. While in dragon 
form, all of Fafnir’s abilities are more powerful and 
gain additional effects. Furthermore, Fafnir’s basic 
attack becomes a narrow cone of dragonbreath in 
front of him that does damage over time. This ability 
is where most of Fafnir’s power lies, since many 
of the buffs to his abilities are quite powerful. This 
gives Fafnir clear moments of power, so be wary 
of Fafnir when his ultimate is up. Of course, that 
also means he’s a lot weaker when he doesn't have 
access to his dragon form! Finally, a noteworthy 
detail of Fafnir’s ultimate is that it actually resets the 
cooldown of all of Fafnir’s basic abilities whenever 
it’s activated! Make use of this knowledge wisely 
and make the most out of these resets! 

Now then, let’s move on to the rest of Fafnir’s 
abilities. His first ability is Cursed Strength. Fafnir 
throws his hammer forward, dealing damage to 
all enemies it passes through and stopping on the 
first enemy god hit. An enemy god hit by this ability 
is stunned for one second and emanates a cursed 
pulse around them, slowing them and all enemies 
near them. This ability is Fafnir’s only real waveclear 
tool outside of his ultimate, but it’s also his only 
form of hard crowd-control, so be smart as to when 
you use it. In teamfights, aim for a large group of 
enemies; it will be easier to get the stun off, and 
the attached three-second slow will affect the most 


number of people. When Fafnir is in his dragon 
The Official SMITE Magazine Issue #26 
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form, this ability does increased damage over time 
and also reduces the protections of all gods hit by 
the pulse, in addition to the slow. This buff gives 
the ability even greater teamfighting strength! 
Fafnir’s second ability is Coerce. Fafnir selects 
a single ally and boosts their attack speed while 
simultaneously healing himself a small amount. 
Furthermore, the targeted ally gains bonus damage 
equal to a percentage of their power, which is treated 
as damage done by Fafnir himself. This ability is 
great in a duo lane, as it gives your Hunter buddy a 
great boost in their power when trading with their 
opponents. Hunters utilize both bonus attack speed 
and bonus damage buffs really well, so ideally they're 
the best targets for this ability. Because of this, when 
in a duo lane | would recommend maxing this ability 
first. Finally, in dragon form, Fafnir is able to pass this 
buff to even more allies, as the area of the effect of 
the ability becomes larger and Is capable of buffing 
multiple teammates. Bonus damage for everyone! 
Fafnir’s third ability is Underhanded Tactics. 
Fafnir leaps to a target location, dealing damage 
and disarming all enemies in front of him when 
he lands. Finally, a Guardian with a disarm! This 
ability is Fafnir’s only real way of engaging upon his 
opponent, despite it not really being the best engage 
tool. However, you can land a pretty disrupting 
crowd-control chain on your opponent by comboing 
Fafnir’s abilities together with proper timing. First, 
use Underhanded Tactics to leap onto an enemy 
and disarm them for two seconds. After the disarm 
expires, immediately follow up with your Cursed 
Strength at point blank range for a quick stun and 
a lengthy slow, all while using Coerce on an ally to 
buff their damage. Just like how Coerce is great ina 
duo lane, the two-second disarm on Underhanded 
Tactics can really mess with an enemy Hunter's 


ability to fight back in an engage, so make use of 
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Fafnir’s disruption tactics to pull ahead of the enemy! 
Lastly, when Fafnir Is in dragon form, Fafnir can 

leap farther with this ability, does bonus damage 
over time, and also stuns the closest enemy to 

him when he lands, giving our little dragon-dwarf 
another much needed source of crowd-control. 

When Fafnir uses his ultimate, his ability 
combo Is essentially the same: jump into the enemy 
team and try to disrupt them as much as possible. 
However, just be sure to remember that, while Fafnir 
is transforming, he essentially takes himself out 
of the fight for a fair amount of time, so make sure 
you make the most of your engage! Of course, if 
leaping head-first into the enemy team isn’t your 
style, Fafnir also has decent peeling options for his 
carries. Another quick tip: Fafnir’s Underhanded 
Tactics has less travel time the closer you are to the 
landing point, so if you use it on an enemy that’s right 
on top of you (or your carry, who is also right on top 
of you), this ability becomes a near-instant disarm! 

While Fafnir has a lot of potential to be played 
in other roles, the Guardian role is by far the 
role best suited to him by his abilities, as they all 
either synergize or attempt to counter the Hunter 
role. Even though Fafnir seems like he would be 
a decent candidate for the solo lane, it currently 
appears that Fafnir really struggles with sustaining 
and trading against many popular solo laners, 
and while his ultimate mitigates that somewhat, 

a Fafnir without an ultimate Is a sitting duck. 

And now you know who Fafnir is! Fafnir is a fun 
god that allows for big moments of intense power, 
and really excels at supporting his own team and 
disrupting the enemy. And | mean, come on, who 
doesn't want to play as a monstrous dragon, razing 


everything in front of him with green dragon fire? 


By Drew Martz 


The GameOn Magazine 


si isi ioe aie ini iinet ise oie iii i aii ei iit aie sen ieee ai 


RATATOSKR REKIT 


By Caley Anderson ~~~ 


Re" has had an appropriately- 
squirrely relationship with Smite’s 


balance. On release, he was near-universally 
acclaimed as overpowered due to his ability 

to remain extremely elusive while dishing out 
devastating damage using Opal Acorn dash chains 
and proccing on-hit effects, usually Deathbringer 
crits, on entire teams simultaneously. 

He ate a pretty severe nerf as a result shortly 
thereafter, and as might have been predicted, 
many felt, prior to patch 3.9, that he was extremely 
weak; he is not particularly good at anything that 
another assassin isn't better at in some way. 

Thus, having been on the Hi-Rez Radar™ for 
some time, Ratatoskr has received an entirely 
new kit. Let’s take a look at his new abilities and 


think about where the squirrel might land. 
PASSIVE: ACORN OF YGGDRASIL 


Ratatoskr retains his “buy anywhere” super 
boots, but it’s no longer a branching tree; there is 
a simple linear tree of three tiers that Ratatoskr 
can buy. The Acorn now stops Ratatoskr from 
buying Boots as well, and gives movement speed 
and physical power. Those stats make it directly 
comparable with Warrior Tabi. The tier 1 outperforms 
tier 1 boots by 2% movement speed, and has 
the further advantage of being free; Ratatoskr 
Spawns with the tier 1 acorn in his inventory. For 
an investment of 500 gold, Ratatoskr can get the 
tier 2 acorn, which gives +10 Physical Power and 
+10% Movement speed. This is more expensive 


than the 300 gold to get Boots 1 at the start of the 


| 
; : : j \ 
game, but it’s also easily acquirable in the early 4 
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game, and purchasable from anywhere. The tier 
2 acorn IS outperformed by Tier 2 Combat Boots, 
which gives 2% more movement speed, but it also 
costs 400 total less gold to get it, of course. 

The final tier of the Acorn is very close to being 
strictly better than Warrior Tabi; it gives 10 more 
physical power, 2% more movement speed, can be 
bought from anywhere, and gives Ratatoskr a passive 
that heals him any time Ratatoskr uses an ability 
that hits at least one enemy; the heal is for 20 +40% 
of physical power. The Tier 3 Acorn outperforms 
Warrior Tabi in every way, and while it is slightly more 
expensive at 1600 cumulative gold, Warrior Tabi is 
only 50 less than that, so the value is considerable. 

That said, the Acorn now gives players no 
opportunity for decision making, and Is certainly 


a less noticeable passive in terms of gameplay. 


DART 


Now deals 100/140/180/220/260 + 80% 
of physical power in damage, slows enemies 
for 20/25/30/35/40% for 3 sec on hit, costs 
50/55/60/65/70 mana, and stops at the first enemy 
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god hit, though it pierces minions. Cooldown is 
12 seconds, and Is reduced by 2 seconds for every 
enemy god hit by Acorn Blast or Flurry of Acorns. 
Dart now does very reasonable single target 
damage, and it’s clear from the “2 seconds off 
the cooldown for each god hit by another non- 
ultimate” that we are trying to give Ratatoskr back 
his old “get in, go crazy and be elusive, and get 
out” playstyle. The player is encouraged to use 
the dash to initiate, spam his other abilities, and 
then use dash again with the help of the cooldown 
reduction from hitting other abilities to get out. 
The tricky thing about this plan is that Dart 
stops ona hit, making it a bit like Athena's dash in 
that its usefulness as an escape can be dramatically 
reduced tn high-traffic situations. Ratatoskr will 


now need to carefully aim his getaway Darts. 


FLURRY 


Now deals four attacks over the course of about 
1 second in a moderate AoE around Ratatoskr. 
Each of the attacks deals 25/40/55/70/85 +20% of 
physical power in damage, and shreds 2/3/4/5/6% 
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of any hit god’s protections. Costs 60/65/70/75/80 
mana and has a 12 second cooldown. 

This is certainly a less technically demanding 
skill than the old Flurry of Acorns, which was tricky 
to learn to use to its fullest potential. This ability 
deals 340 + 80% power damage at max rank, which 
is quite respectable [if not devastating), and shreds 
up to 24% of the target's protections, which is VERY 
good. It also doesn’t take long to finish delivering the 
hits, furthering Ratatoskr’s get-in get-out playstyle. 

The ability DOES do its best work against 
clumped enemies, of course, since it hits all enemies 
in the AoE, but again, that could potentially be 


dangerous now that Dart does not pierce enemy gods. 
ACORN BLAST 


This is still the acorn shotgun. Each acorn 
now does 50/65/80/95/110 + 30% of physical 


power in damage, and the ability costs a flat 60 
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mana at all ranks. Hitting an enemy with all 
three acorns now stuns them for one second. 
The ability is on a 10 second cooldown. 

The biggest change here Is the stun, which is 
of short duration and hard to hit, but which will be 
invaluable at close range, and is on a pleasantly 
short cooldown. Other than that, there’s not 
much new to see here; hitting an enemy with all 


three acorns DOES hurt quite a bit though. 


THROUGH THE COSMOS 


This is identical in style to Ratatoskr’s old ult; 
he still jumps onto the tree, can leap up to two 
times, and then crash onto the ground. The crash 
now deals 200/260/320/380/440 + 70% of physical 
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power in damage in the landing AoE, and knocks 
up all enemy gods in that AoE upon landing. Costs 
a flat 100 mana and is on a 90 second cooldown. 
Again, the big change here is the CC - an AoE 
knockup Is very nice indeed in the middle of a 
teamfight, and gives Rat a good complement of 
CC along with the slow on Dart and the short stun 
on Acorn Blast; he is now much more disruptive 


in terms of control than he ever was previously. 


OVERALL 


Ratatoskr now has significantly better CC and 
overall control, but at the cost of somewhat reduced 
elusiveness due to the altered nature of Dart. His 


general plan is to get In, perhaps with Through the 
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Cosmos or Dart, spam his abilities to bring Dart 
off of cooldown, and then use It again to escape. 
The main question will be whether this plan 
does enough damage. The base damage of Rat's 
abilities is reasonable, but not devastating. The 
scaling, however, is excellent for a physical god, 
meaning Ratatoskr badly wants physical power. He 
also wants cooldowns; where he will excel, | think, 
in contributing prolonged dps to a fight; the more 
often Dart is off cooldown, the more often he can get 
in there and mix it up with the enemy team. With 
full CDR, Dart is on about a 7 second cooldown 
(which reduces potentially down to 0 if you can hit 
4 enemy gods with Flurry and Acorn Blast while 


you're in the mix). The other non-ultimates go on 


7 and 6 second cooldowns, so Ratatoskr will be 
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really be looking to stack CDR and physical power. 

Player skill will depend heavily on good 
engagement judgment, and skillful use of 
Dart above all; Dart is the key to his kit, and 
using it effectively as a mobility tool without 
getting bodyblocked will determine success 
or failure; not only to initiate and escape, but 
within a fight to reposition and deal damage. 

We should be very interested to see how 
Ratatoskr performs over the Summer Split in SPL; 
we didn't really get to see anything to form a solid 
opinion on during the end of the Spring Split, so 
whether Ratatoskr can now cut it in competitive is 


an open question. Keep your eye on the squirrel. 


By Caley Anderson 
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he two sat silently, both almost fully encased 
Te black rocks and blazing red lava, 
though neither seemed to mind the scene. Overhead 
the sky was slowly falling to night, beautiful hues of 
orange and red mingling with pinks and yellows for 
a picturesque setting. A sight to behold, though both 
gods seemed more interested in their conversation. 
“Another arrival?” Hades contemplated the 
lava below, a small pit before him. His stave’s 
curled tip popped bubbles as they appeared, 
occasionally dipping it’s hook below the magma 
and returning with a small stone. Each stone 
was thrown over his shoulder, bouncing 
once or twice before coming to a rest. 
“Yes. A rather brutish looking one at that.” The 


dragon of the eastern seas contemplated his blade. 


The Official SMITE Magazine Issue #26 


By Jessica Seney ~~~ 


His fingertips brushed over the side of its glowing 
surface, each pass causing the blade to release small 
sparkles of energy. Each spark danced around his 
fingers before zipping back to the blade, eager to 
return home. “He didn’t seem incredibly bright.” 

“You said he barely spoke at all.” Another 
rock pattered behind the underworld's king. 

“Well-- Yes.” The eastern king dipped his 
head, glancing to the hooded ghost of a man. 
“He didn’t say much, but the few things he 
did say weren't very intelligent.” The orange 
skinned man return to his blade, small wisps 
of energy spiraling around his fingertips. 

“| shall be consuming him for that transgression.” 
Added the dragon, as If an afterthought In the 


matter. Only something to bring up in passing. 
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“No, you won't.” 

“What!” Ao Kuang’s head snapped up, attention taken 
away from the blade and instead turned to the hunched 
figure. Never did the specter’s head move from 
the bubbling lava below, as if it spoke to him. 

“You won't be eating it,” stated the ghost 
simply. His staff slowly pulled itself from the 
lava, individual circular beads floating slowly 
after. Each one spun and glowed with an 
unholy light, but the king of the underworld 
simply ushered them back to place atop 
and around his staff. The epitome of calm. 

Ao Kuang, however, was not. His blade 
was held in a perfectly practiced grip, balanced 
just above his head. The tip pointed at where the 
large spectres heart would have been, if it existed 
in this plane. His eyes nothing but slits, pure 
white hair flowing behind him in an unseen wind. 
Beneath him water began to ebb away at the rocks 
below, appearing beneath his feet and ending 
at the shadow of his robes. Though even that 
resembled an angry sea than simple waters. 

“You dare to tell a dragon what to 
do!? Have you not heard of my--” 

“Many kills and consumptions of mortals?” 
finished the specter. He seemed less than 


amused at the hot air puffing from the orange 
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beast’s chest. This only caused the man to gnash 
his teeth together, baring a very impressive set 
of fangs to the underworldly being. The spectre 
watched with an unimpressed stare, holding 
his staff in a loose grip about it’s mid section. 
“Do not tempt me, Hades. | will 
consume you and you will know pain.” 
“| lead the underworld, Kuang.” The spectre was rather 
deadpan, pure white eyes covered by a seemingly arched eyebrow. 


As if to prove this point, small ghosts appeared to crawl out from 


| 
| 
| 
beneath the darkness of his robes, each one clawing desperately 
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towards the warmth of the sunlight, 
grasping to find even one crevice to 
bring themselves out of the hell below. 

“And | lead the eastern seas, yet | have 
been humbled! | have come to consume the 
lotus’ prince! | have come to retrieve the--” 

“Do you need to shout everything? 

It becomes rather taxing on my ears.” 
Rather slowly, almost torturously so, the 
souls began to be pulled back beneath 
Hades. A soft wailing coming from 

each one as they slowly vanished into 
the darkness beneath him, though he 
barely seemed to notice the sound. 

The dragon shouted suddenly, and 
from his being came what appeared to 
be several small, circling dragons. They 
crawled along his robe and the air around 
him, each time one came close to the 
blade of his sword they hissed audibly 
and wiggled, one having enough guts to 
reach out towards the blade. This one was 
flicked by the dragon king in annoyance, 
though the small creature knew better 
than to react beyond a hiss of pain. 

“Noodles. Intimidating.” Hades 
motioned to the dragons with the tip of 
his staff. The green orb at the center of 
it’s hook trailed slowly behind, bobbing 
back to place without any sound. 

“Your brothers must think you a 
coward for all the things you do! Hiding 
away, keeping to lava pits, having to 
kidnap Persephone for a wi--” 

“And just what do you want us to do? 
There will be more gods! They will see the 
injustice thrust upon our kind and know 


they must right it!” The underworld’s king 
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thrust his cane towards the distant sea. A nerve 


had been jabbed, and the dragon king seemed to 
know It. His glare was tested with Hades’ own. 

The lava bubbled in the silence that followed. 

Ao Kuang glared, floating back. Bits 
of the water beneath him hissed as its 
cool surface met with the lava. 

“You must learn to take what we need. Or else the 
mortals will go unpunished for their wrongdoings” 
growled Ao Kuang, one of his talon tipped fingers 
pointing accusingly at the hooded wraith. The 
ghostly figure’s eyes narrowed, his staff waving 
the dragon away. The orange skinned man turned 
away with a flourish of his robe. Just as suddenly 
as he turned he was within the blue of the sky, 
nothing more than a quickly fading green serpent. 

“Thanatos.” 

Two pairs of wings ruffled behind the 


hooded wraith. Behind him floated the reaper, 
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scythe held in a relaxed grip. His gloved fingers 
just barely curling around the base of the 
blade, his mask tilted downwards. Waiting. 

“Their newest addition,” Thanatos started, his 
voice raspy and hollow, “ the scaled creature. Bring 


his soul here. Do not cause a scene. Do not lead them 


back. If you must, give up and allow yourself to death.” 


The reaper crossed a hand over his chest, 
rested a palm on the opposite shoulder, and 
bowed. Holding the position all four of his deep 
black wings opened high above in the air, almost 
stretching, before they were brought down. With 
a loud flap Thanatos was gone, soon his form 
was nothing but a shadow between clouds. All 
but forgotten to the lava’s constant bubbling. 

From the lava came a hand, grasping upwards 


at the air before being painfully towed back under. 


By Jessica Seney 
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OCEANIA PRO LEAGUE 
OVERVIEW 


he Oceanic Pro League Is a league of 

Tivrccconat SMITE that many in the 
community may not have heard of. After all, they 
aren't sending a team to Dreamhack, missed out on 
SWC 2015, and didn’t fare well at SWC 2016 (Avant 
Garde finished in 9th/10th place). Despite this, the 
league boasts very professional streams (twitch.tv/ 
cgtv_smite]. Many of the players in the league have 


experience playing on North American and European 


59) The Official SMITE Magazine Issue #26 


By Jacob Russell ~~~ 


servers before Oceanic ones were released. The 
league is run by CyberGamer, who hosts tournaments 
across many games, and sponsored by MWave, a 
leading tech retailer in the Oceanic market. The 
league is young and started its’ second season In 
March, consisting of six squads, with each team 
playing each other once. After four weeks of play, 
Team Pandamonium and Tainted Minds found 
themselves in the Split 1 playoffs. The playoffs would 
be a best of 5 set between the two sides, at a LAN 
setting in Sydney. The favorite in the matchup, Team 
Pandamonium (5-0), lived up to expectations ina 
thrilling set that lasted all five games, defeating 
Tainted Minds (4-1). The end of the split sprung 

a lot of roster changes, as we see in the SPLs 
“Rosterpocalypse”. After many changes these are the 


teams that will be competing in OPL Season 3 Split 2. 


TEAM PANDAMONIUM 


Team Pandamonium, a team that is ran by 
streamer “Chinglish”, picked up the Avant Garde 
roster before the start of the season. The Avant 


Garde roster that he picked up had won 19 straight 
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games in Season 2, qualifying for the SMITE World Split 1. Replacing Biggy was Swaya, who had played 


Championship. The team met on North American Mid in the Challenger Cup and played Support in 
servers and had originally played under the name Ranked. Their solo laner, Rowe, has since taken over 
Incite in late 2014 to early 2015. The only roster as captain and led the team to the same success. 


change made by the team in the offseason was their 
captain and support Biggy, who joined Dire Wolves for TAINTED MINDS 


Tainted Minds fell just behind Team 
Pandamonium in the first split, but has had many 
more roster changes. The roster we saw in Split 1 
was formally under the name Take 2 before being 


picked up by an official organization. Their jungler, 


2 and was replaced by UltimateAbyss from now 
disbanded Trident eSports (0-5 in Split 1). Tainted 
Minds were on the hunt for a new solo laner after 


iDivine left the team. In their search they found 


Elkeiro, who has a lot of experience in the scene, 
including most recently as UltimateAbyss’ teammate 
on Trident. Hopefully these two players will have 


better luck with their second chance in the OPL. 


LLAMASINPYJAMAS 


LlamasinPyjamas Is a team which consists of 


players many haven't heard of. They have been on 
teams that have participated in the Open Ladder 
and Challenger Cup. The Season 2 Challenger Cup 


featured Support Erraticc and Jungler Torreyskiez 
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Erraticc as well as Midlaner Swiftbae. The team is led by 
ADC Ranabarana, who has the most experience at the higher 
levels of play. He played as the ADC for InVidious during 

their 6-8 record in the Season 2 OPL Pro League. Time will 


tell if Ranabarana will fare better in his second OPL stint. 


INCITE 


Incite is aname that many in the Oceanic community are 
familiar with, as the old Avant Garde roster once played under 
the banner. The name returns to the scene with Biggy once 
again as the Support and captain. The majority of this team 
played for Dire Wolves (3-2) in Split 1, with TheBeast being 
the outlier. TheBeast is new to the team but not the scene, as 
he played in the solo lane for Defiance as they tried to qualify 
for Split 1. After the team failed to do so, he joined Trident as 
their Midlaner. He returns to his original role for this squad, 


and hopes to be reason Dire Wolves break out of the pack. 


DEAD WEIGHT 


After reaching the Pro League through relegations under 
the name Irish Wristwatch, Dead Weight looks to make a 
name for themselves at the next level. The team formed right 
before Split 2 after the teams they played for in the previous 
split disbanded. Midlaner Agony and ADC hs247 both played 
for Sin Gaming (1-4). The team has seen a few role swaps; as 
OnlyGoodAtSolo moved to Jungle after previously playing in the 
Solo lane for Dire Wolves and Shred moved to Solo after jungling 
for Tainted Minds. This team is young and hopes that their 


individual skill will be enough to keep them out of relegations. 


AVANT GARDE 


After losing their original roster to Team Pandamonium, 
the Avant Garde organization picked up the GetSauced roster. 
The team hasn't made any roster changes since their 2-3 


campaign in Split 1. The most interesting fact about this team 
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is that two brothers share the duo lane, as ADC 
Robdigity and Support Tomahawk have played 
with each other on multiple teams. This isn’t the 


first time something like this has happened in the 


themselves in second place with a 4-2 record after 
defeating Tainted Minds and Avant Garde, who both 
sit at the bottom of the standings. The middle of the 


pack right now is LlamasInPyjamas and Incite, both 
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OPL, as ADC kikiomeo and Support RichardCastle 


played together on Dire Wolves. In both cases, the 


sitting at 3-3. Both of these teams have split a set with 
Avant Garde, who currently sits at 2-4. Tainted Minds 
older brother was the support and the younger 
brother was the ADC. As for Avant Garde, the team 
dates back to February of 2015. We shall see if the 


are starting to look a lot like Trident eSports in Split 

1, currently sitting at 0-6. The standings aren't the 
only issue for this squad, as they have withdrawn from 
loyalty to their teammates will pay off in this split. the Oceanic Pro League, with Team Yandegire taking 
their place. Not much is known about this team, but 


OCEANIA AFTER THREE WEEKS 


we will see if they fare better than Tainted Minds. 
Dead Weight has surprised a lot of teams Thanks to Knightf4ll caster for the OPL, for 
after coming out of relegations this split. They sit sharing his knowledge of the scene for this piece. 
at 6-0 after winning both games against Team 


Pandamonium. The defending OCE champions find By Jacob Russell 
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SMITE MASTERS AT 
DREAMHACK 


reamHack Is the world’s largest esports 

Din traveling the world and holding 
LANs and expos for a variety of video games 
and esports. This June, DreamHack Sweden at 
Jonkoping will include SMITE. The SMITE Masters 
tournament is effectively the Spring Split finals. Nine 
teams from five regions compete for prize money 
and international experience. This tournament 


can be seen as a mini-world championship. 


The bracket for the Smite Masters invitational 
is shown below. The quarterfinal games are best of 
three sets, while the semifinals and finals are best of 
five. Nine teams were invited to this event. In order 


to fit these teams into a normal bracket, one team 


would have to be eliminated before the bracket stage. 


The Latin America and Brazil squads will face each 


other in a placement round to determine which team 
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will move into the quarterfinals. The bracket then 


proceeds as normal until a winner is announced. 


TEAMS 


The teams competing at Smite Masters at 
Dreamhack are listed below, with the rosters in 
the order of: Solo, Jungle, Mid, Hunter, Support. Of 
the nine teams In the tournament, three are from 
both Europe and North America and one team 


from each of China, Latin America, and Brazil. 


Panthera 

Dimi, Adapting, Yammyn, emilitoo, iRaffer 

Panthera won the last SMITE World 
Championship under the Epsilon tag and have not 
slowed down. This roster secured the European first 


seed by dominating most teams and only started 
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splitting sets after qualifying for this tournament. | 


Their style is to win a team fight at about 15 minutes 
and snowball the rest of the game off of it. Panthera 
are the favorites to win the entire event and maintain 


their status as the best team in all of SMITE. 


Paradigm 

Xaliea, QvoFred, Lawbster, Funballer, KaLaS 

The players on Paradigm have been staples 
of the competitive scene for years and are the 
only rosters besides Panthera to remain the same 
between Seasons 2 and 3. Star support Trixtank 
is unable to attend Dreamhack because of exams 
so KaLaS will be subbing in. In the SPL, KaLaS 
showed the same aggressive style of Trixtank and 
seems to be a plug-and-play addition to Paradigm. 
Paradigm Is the only team to defeat Panthera in 


a LAN setting and are hoping to do so again. 


Hungry For More 


Variety, CaptainTwig, PrettyPriMe, Ataraxia, Manalike 
Every Season has a European Cinderella story 
and this season It is Hungry For More. At the end 
of the fourth week of SPL, HFM was in eighth place 
out of eight teams and looking like the worst team 
in the league. Coming out of the mid-split bye week, 
Hungry For More were revitalized and started winning 
against even the best teams, working themselves 


up the third seed and booking a trip to Sweden. 


Enemy 

Marauder, Varizial, Khaos, PandaCat, PainDeViande 

PainDeViande’s Enemy is probably the most 
underappreciated team in SMITE. They got second 
place at last year’s SWC and only got stopped 
by Epsilon. Then they made roster changes and 


picked up three players including two rookies. The 
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team was predicted by most to be the worst in 
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North America. They proved the analysts wrong 


by blowing away that competition and having 
amazing synergy from the very start of the split. 
Enemy is known for having the best objective 
control in the league and routinely sneaks a Gold 


Fury in the first couple minutes of each game. 


Team Eager 

Divios, djpernicus, TheBest, Zapman, Aror 

Team Eager had a rough start to the season 
but eventually turned on and rampaged through 
the other teams. Every member of the team has 
a lot of experience and real carry potential. The 


tri-core of djpernicus, TheBest, and Aror came 
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from Cognitive Gaming and were known for crazy 
strategies and oddball picks. Eager can easily 
come to this tournament with a couple of pocket 
picks and surprise teams into submission. They 
have also come out as Incredible mechanical 


players that keep improving every week. 


Soar G2A 

Baskin, Homiefe, Hurriwind, Metyankey, Jigz 

Soar is the third North American representative 
to Smite Masters. They are a consistent team of 
mechanical gods. When Baskin Joined the team, 
he was lauded as the best Solo and likely best 
player in North America, when the rest of his team 
have historically been coaches or on lower-end 
teams. However, from the very start, the team were 
monsters; causing havoc and playing like a top team. 
This was constant through the Spring Split and Soar 


are looking strong going into the tournament. 


OMGA 
Mmblydblk, NiFeng, Bluefish, Maker, fighting; 
OMG A is the Chinese representative at Smite 


Masters. Four members have previously attending 
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a SMITE international tournament. NiFeng and 
fighting} were a part of the OMG roster at SWC 

2015 while Mmblydlk and Bluefish played at SWC 
2016. OMG A went undefeated through their regular 


season and are looking to continue that trend. 


Kaos Latin Kings 

Beltway, Kbiola, Numeritos, Zaionsix, Daelon 

Kaos Latin Kings Is the Latin American 
SMITE champion. They are a LatAm South 
squad, beating out last SWC’s Isurus Gaming 
and the LatAM North team LichT eSports at the 
Finals, earning a spot at this event. The players 
do not have international experience, however 
the Kings are coached by European player 
WolfofEloStreet who has Pro League experience 


and hopes to give the edge to his players. 


Red Canids 

OReiTroll, Dengosao, MarcelZ, extt, FiremancerSkull 

The Red Canids are the Brazilian team attending 
Dreamhack. They narrowly beat INTZ e-sports in 
the Brazilian finals for the right to play in Sweden. 
OReiTroll and FiremancerSkull played with crowd 
favorite qe3q under We Love Bacon at SWC 2015. 
Extt also has competitive experience, going to the 
last SWC with Isurus. Brazil is traditionally the third 
best region in SMITE, just behind North America 


and Europe and hope to upset the major regions. 


Smite Masters at DreamHack Is sure to 
be an exciting tournament showcasing the 
best SMITE has to offer. This tournament is 
the first international event of Season 3 and 
the first time these teams will get to test the 


mettle of the other regions and themselves. 


By Zachary McFarland 


‘ 
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HUNGRY FOR MORE 
SPOTLIGHT 


ith the spring split just ending and 

Wioesnton right around the corner, let's 
review one of the last teams to qualify, Europe’s own 
Hungry For More. Hungry For More, or HFM for 
short, is the current third seed in Europe consisting 
of players formerly on both Team Dignitas and Titan 
with Variety in the solo lane, CaptainTwig in the 
jungle, PrettyPriMe in the middle lane, Ataraxia as the 
hunter, and MANALIKE as the support, with Zindurn 
as both sub and coach. Hungry For More started out 
their season very rough, with only three wins in the 
first half of the split. Instead of staying at the bottom 
of the pack, HFM devoured the competition, picking 
up wins against both Panthera and Paradigm. 

Hungry For More is known for their solid team 
play revolving around middle laner PrettyPriMe being 
able to completely burst the opposition down on gods 


like Zeus, Vulcan, and Raijin. PrettyPriMe was able 
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to rack up 107 kills this split, placing him fourth in 
Europe and eleventh overall. His jungler, CaptainTwig, 
has improved immensely since his time in the jungle 
with Fnatic at the start of the split. Twig has played 
more confidently this split, being one of the few 
junglers to break the “Nemesis Curse” and performed 
phenomenally on the Goddess of Vengeance. 
Similarly, solo laner Variety has also improved 

since joining HFM. Once considered the weak link 

of Team Dignitas, Variety has stepped up his game, 
bullying out solo laners like Xaliea and maniaKK. 
Ataraxia has also stepped up from last season, 
playing like he did during the golden days of Titan. 
MANALIKE, formerly known as Frezzyy, joined the 
team in the support role five weeks into the season 
and has played extremely well, having the most 

gold per minute out of all the supports in Europe. 


The team as a whole performs very well together 
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with a play-style similar to Titan when they were in 
their prime. HFM has been able to outdraft their 
opponents to get the team comp they want in order 
to execute the team play we've come to expect from 
them. This team oriented play is also comparable 
to Panthera, as the whole of HFM has seemed to be 
on the same wavelength with very few misplays. 
That doesn't mean, however, that the team has 
no flaws. Hungry For More started their season 
poorly, picking up their first win in week three against 
Torpedo. The team would have only three wins 
heading into the bye week of the pro league looking 
like they'd remain at the bottom of the pack with 
Fnatic, and that’s when things started to change for 
the last place team. HFM started the second half 
of the split strong with a surprising 2-0 victory over 
second place Paradigm. HFM would go on to win 
sets against Fnatic, Torpedo, Cringe Crew and Team 
Dignitas in just two short weeks. Heading into week 
nine with just four games left, HFM was in close 
contention with Cringe Crew to take the third seed in 
Europe and secure their attendance to Dreamhack. 
In one of the most entertaining games of Smite this 
season, and possibly of all time, HFM was able to 


win game two against first place Panthera after 
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losing game one. HFM secured their Dreamhack his North American counterpart, Aror. Look for gods 


WOHNNE 


= 


N 


spot after sweeping the team that beat them inweek __ like Jing Wei, Hou Yi, and Anhur to be played by the 


one, Leftovers. Now, Hungry For More Is heading ADCs, while the supports pickup gods like Sobek, 

into Dreamhack and will play against the second Bacchus, and Athena. The middle lane matchup 
seed coming from North America, Eager. This between TheBest and PrettyPriMe will most likely 
series should provide some interesting match-ups, be relatively even, but it will be interesting to see if 
like djpernicus jungling against CaptainTwig, and one of them brings out the recently buffed Agni in an 
the solo lane match-up between Divios and Variety. attempt to catch the other off guard. Should HFM win 
Both pern and Twig are known for playing Nemesis their series against Eager, which | personally expect 
and aggressive jungling, often taking the buffs and to be a 2-1 in the favor of HFM, they would face off 
camps from their opposing team. In the solo lane, against the winner of Panthera versus China's OMG.A. 
Divios Is known for his non-traditional picks, while Hungry For More, a team that has come back 
Variety typically plays the meta picks, particularly in a way not seen Ina very long time in SMITE, is 
Guan Yu and Tyr. It will be interesting to see if Divios setting themselves up for a good run at Dreamhack 
will bring out a new pick to try and throw Variety off and look to continue their winnings in Sweden. 

his game. In the duo lane, Eager’s aggressive ADC, This team-based style of the team harkens back 
Zapman, will provide a challenge to Hungry For to the days of Titan, and it will be interesting to 
More's Ataraxia. Look for Ataraxia to farm under see if this fantastic team play can continue. 

tower while his support, MANALIKE, tries to outrotate By Jesse Tefft 


Match Results 
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\ fierce and howling wind pushed at their 


backs, filling the sail and threatening to 


lift Kali’s heavy locks. She pushed a stray hair out 
of her eyes and shouted her thanks to Poseidon 
into the wild wind. A spray of salt and sea splashed 
over the longship’s side, sloshing over Kali’s 
feet and trickling through the piles of loot. 
She stepped over one soggy bag, 
checking the gold inside. 
Chaac snorted. “It’s not going to 
dissolve in the water, woman.” 
Kali glanced over her shoulder with a scowl. 
“I'm counting. You said we'd be there by now.” 
“Said we'd be there soon,” he corrected, 
taking another long drink of mead. “By midday. 
Look at the sky—see the sun in the middle yet? 
Patience, or I'll toss you over the side myself.” 
The Goddess of Destruction slipped closer, 


her footing perfect even in the wet and rocking 
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ship. She lifted one of her many hands and gripped 
Chaac’s chin with so much quiet strength it 
surprised him. “Threaten me again and your death 
will be so slow you'll beg for my impatience.” 

Chaac grinned. 

“Land!” shouted mangy Fenrir at the other 
end of the ship. He leaned into the winds and 
howled, slobber streaming from his lips. Kali 
and Chaac each reached for their weapons— 
Chaac’s massive, Kali’s manyfold. 

The fog had rolled in thick and plentiful 
thanks to their benefactor, obscuring their 
approach. So the old sea bastard could make 
himself useful after all, thought Kali. 

As soon as the longship touched the sand, 
the three of them leapt over its side and charged. 
The temple loomed ahead, warm fires glowing 
faintly from within high tower windows. Tall, 


regal, certainly impressive. But poorly defended. 
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The Northern gods had grown soft—and their 
ancient enemies had followed suit. Kali couldn't 
find it in herself to care. More destruction, more 
fuel for the fire. These were not her people. 
Fenrir charged ahead, leaving the two in his 
wake. Screaming followed him, muted and muffled 
in the distance and fog. Beside her, Chaac growled 
and leaned forward, charging after the beast. The 
wind was at their backs—Kali raised her many 
blades and shouted, speeding up after them. 
To her left, Fenrir dug his great fangs into 
a pair of guards and tore them apart. To her 
right, Chaac leapt over a row of barricades and 
brought his axe down on a spearman’s head. 
Kali slowed to a stop, turning quickly side to 
side to survey the battlefield. Fires were already 
getting out of control—chaos surrounded her. 
There, in the distance behind a wall of 
smoke and cinder, she saw him: the head 
priest of the false god, looking over his 
shoulder as he struggled to carry a heavy 
chest from the battlefield. She laughed, and 
charged her quarry with her arms raised. 
The cries of the dying and the clanging of 
steel became muted to her—there was only 
her, and her prey. She dodged a charging monk, 
slipped between Chaac and a warrior crossing 
swords, and ducked under burning wooden 
beams. The false priest turned and shielded 
himself with his hands, dropping the great chest 
with a heavy thunk. She caught him as he was 
hurrying up a flight of stairs, grabbed him by his 
collar, and dug each of her blades into him. His 
scream was the only one that could satisfy her. 
She let him go when she was finished with him 
and carefully picked up the chest, now soaked at 
its base with his freely flowing blood. Triumphant, 


she smiled and walked back to the longship. 
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Fenrir dug into a slab of meat—he deserved 
a treat—as Kali counted the spoils. “Four and 
a half bag’s worth of silver. Half a bag of gold. 

Few gems, think that one’s fake though.” 

Chaac slammed his axe into a solid wooden 
chest, splitting it apart. Kali held on as the boat 
rocked, scowling. “You could have hit the ship!” 

He ignored her, prying apart thick splinters to get 
to the innards. “I’ve got a good feeling about this one.” 

Sunlight sparkled at them from inside— 
gold, vibrant and almost glowing. Kali’s eyes 
widened. “I'll be damned. There it is.” 

“Told you it would be there,” said Chaac. He 
lifted the golden statue from the chest, holding 
it up against what little faint light shone through 
the fog. “The Golden Dragon, as promised.” 

“You didn't go and dent it, did you?” Kali 
nervously looked the thing over, but it was as 
pristine as the real thing. She touched the dragon's 


wing with the tip of her finger, impressed. 
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Chaac banged his fist three times on the 
grand oak door. Each time it shook under 
the weight of his hand, and on the fourth the 
door swung open. A shortish, broad man 
glared out from behind the handle. 

“What do you want,” he growled. 

Kali dragged the wagon forward, loaded 
with spoils of silver and gold. She lifted 
the cloth covering, letting it glitter in the 
sunlight. At its front, the Golden Dragon. 

Fafnir’s eyes went wide and wild with 
greed. His hands shook as he clenched 
them together, wringing them. 

Chaac wasted no time. “You'll fight with 
us, aS promised, in the war of the gods,” he 
rumbled. “There will be much more of this.” 

The dwarf's eyes lifted to them, hot greed 
flickering in them. He grinned, slowly, and reached 
out to run his hands through the pile of gold and silver. 

“You have yourselves a deal,” he said 


slowly. He chuckled. “For now.” 


By YWette Lessard 
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HISTORY OF THE 
PANTHEON 


he Chinese pantheon has been with us a 

Ti time, yet its historical background and 
contexts remain unfamiliar to most Smite players. 
Like the Japanese folk beliefs and mythologies 
discussed last month, Chinese folk beliefs have 
lasted into the modern age and are still practiced 
today. China is a massive, diverse country, and 
even within the dominant Han ethnicity this is 
reflected in the religion and mythologies. 

Like other pantheons, Chinese mythology is 
filled with gods who were born that way. Unique to 
China, however, is the practice of worshiping cultural 
heroes, such as beloved emperors and generals. Its 
most favored ‘born gods’, on the other hand, might be 
treated as cultural heroes for their deeds as well. One 


of the most easily recognized Chinese gods in Smite 
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is Nu Wa, whose origin is rooted deeply in ancient 
Chinese culture. Chinese folklore begins more than 
four thousand years ago, when the more primitive 
people living in China worshiped snakes. The snake 
appears in China's very oldest mythologies, and this 
history may be why the goddess Nu Wa—the creator 
of humans—is attributed snake-like features. 
According to the the origin stories, the world was 
created out of chaotic matter all swirled together 
within an infinite black egg. Heaven and earth mixed 
freely. Within this egg was born a giant named Pan 
Gu, who as he grew began to push the lighter heaven 
and heavier earth apart. As he broke out of the egg 
and grew taller and taller over thousands of years, 
he struggled to hold them apart out of fear of what 


would happen when they met again. Eventually he 
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died, his body becoming the elements and features of 


the world—his breath the wind, his bones the metal, 
his blood the rivers, and so on. His death also gave 
birth to the twin brother and sister, Fu Xi and Nu Wa 
(who would eventually become husband and wife]. 

Long after Pan Gu perished, Nu Wa roamed 
the strange and lonely world the giant had made. 
Stopping by a pond to rest, she pondered her 
reflection and decided to try to create more 
creatures like herself: humans. Out of mud and clay 
she formed the first by hand, and then thousands 
others by flinging the mud around. Those formed 
by hand were the aristocrats, those formed from 
splatters were the common people. She then 
divided the humans into male and female so 
they could continue to make company for her. 

After some years, what Pan Gu had feared 
came to pass: the warring of two powerful gods had 
destroyed the order of heaven and earth, drawing 
them together once more. Beasts roamed and 
devoured humans, there were fires and floods, and 
everything was chaos. It was Nu Wa—the snake 
goddess—who built new pillars to hold the heavens 
up and who brought order back to the world. 

As China came to organize into an empire, the 
venerated snake evolved into the venerated dragon. 
Ancestor worship also took hold, and would persist 
in China even to today. New beliefs and concepts 
took hold: people began to worship many deities and 
natural forces. The deities conceived of at this time, 
such as Nu Wa and the Yellow Emperor, remained 
important gods throughout China’s history. 

After around 1066 BC, ancestor worship became 
more prominent than deity worship. Confucianism 
and Taoism began to appear. Chinese customs 
continued to mix, spread, and evolve—rather than an 
organized religion, China was home to a collection 


of beliefs and traditions that guided everyday 
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people. These beliefs included ways to exorcise history and beliefs, restructuring the diverse 
dangerous spirits, understand natural laws, and pantheon to reflect the order of the empire. 
worship protective spirits of individual cities and Only a hundred years later, in 100 BC, 


people (called tutelary deities). Particular beliefs and Buddhism would be imported from nearby 


customs could vary greatly, but as long as they did not India. Taoism, Confucianism and Buddhism 


interfere with stability they were allowed to continue. were equally tolerated. Their ideas would mix in 
However, in 213 BC, a great deal of mythological China's vast folklore, and their temples would 
history was destroyed when Emperor Shi Huangdi honor each other's practices. Ancestor worship 
of the Qin dynasty had books of most subjects continued to dominate within all three religions. 
destroyed. Later the order was reversed and the Today, Chinese religious beliefs have 
books remade—but rephrased to support ideas the managed to persevere through over a century 
Emperor supported. This government-sanctioned of suppression which began after the fall of the 
set of beliefs profoundly affected China's religious empire in 1911. Cultural heroes—often kings— 


worshiped as gods are still paid respects. 


Like the other pantheons, there is still a rich and 
vast assortment of deities for Smite to continue to 
draw from. There is Pan Gu, of course, and Nu Wa’s 
brother-husband Fu Xi who gave order to humans 
in the form of familial and marital bonds. The Yellow 
Emperor, considered the originator of Chinese 
civilization, remains popular today. He is credited 
for establishing government, the arts, astronomy, 
weaponry, and even China's future dynasties. 
Da Ji, a malevolent fox spirit and favorite consort 
to the last Shang emperor, is said to have helped 
cause the downfall of her lover's dynasty using her 
beauty—a classic trope in Chinese folklore and 
literature. Cruel and inquisitive, she would urge 
her consort to subject his courtiers to strange 
tortures to satisfy her curiosity. Fox spirit cults 
such as those dedicated to Da Ji were popular in 
China but became suppressed during the Song 
dynasty. They were so popular, however, that 
even after many of Da Ji’s shrines were 
destroyed the practice of honoring fox 
spirits continued. In some tellings, she is 
one of three spirits who do Nu Wa’s bidding. 


There is Zao Jun, the curious ‘kitchen god’—not 
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a concept familiar to Western audiences. Highest of 
the many domestic gods, he reports to the Yellow 
Emperor on each family. Families are rewarded or 
punished depending on how well they've behaved. 
To curry a little extra favor, homemakers pay respect 
to images of Zao Jun--often by smearing honey over 
the gods’ lips (to sweeten their words to the Yellow 
Emperor!). The Kitchen God has an especially unusual 
origin story as well. A mortal and common man once 
so poor he was forced to sell his own wife and become 
a servant to her new husband, he failed to notice that 
she had slipped money into the food she'd baked for 
him. Taking his own life out of despair, he would have 
become a ‘jiangshi”—a monstrous undead creature, 
like all those who commit suicide—but instead 
Heaven took pity on him and granted him godhood. 
A ghoulish origin for a lovable-sounding god. 

One healer is Wong Tai Sin, also known as 
Red Pine Immortal, a poor Taoist shepherd who 
happened to meet a god and began being able to 
perform miracles of transformation and healing. 
Devotion to him became more popular in the 


20th century when an herbalist opened an altar 
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and medicine shop in Hong Kong. Wong Tai Sin’s 


popularity grew as the cures proved successful, 
and now he Is a very popular god in Hong Kong. 
Countless other gods—many of them once 
ordinary people doing extraordinary things—are 
worshiped and appealed to throughout China. 
The country Is incredibly vast and diverse, with 


countless versions of every story or belief. 


By Wette Lessard 
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STAFF QNA: JORG 
“GREYAETHELWULF” VAN 
DER VELDEN 


or this issue of SMITE magazine, we are 
F vin down with SMITE magazine editor, 
Jorg van der Velden, for our Staff Q&A section! 
Jorg has been a gamer for decades, a SMITE 
player since beta, and SMITE editor and content 


contributor for years. Without further delay: 


Tell us, in, 100 words or less: 
who is GreyAethelwulf? 

Holy fuck, who am |? Hm, the best description 
would be...an over thinker, first and foremost. Analyst. 
A mind that won't stop turning about anything. | always 
need to analyze, see how it is a part of a bigger story 
and make it mesh with things I've observed over my 
life. Observant is an important word. Big dude. Big body. 


Big voice! Very much a dreamer. | like to daydream. 


We are starting deep! Big guy, big shoes?! 


Yeah...! think an “A” size? Let me convert that to US 


sizes, now I'm curious! Okay, it is just shy of a size 13US. 
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By Pete Fullinwider ~~~ 


The clearance racks here would be full of great 
deals on shoes for you! So as a dreamer, would you 
say it’s better to think about buying the boat, than 
buying the boat? Some would say that makes sense! 

Yeah. Yeah! That's a good thing. Thinking about 
buying the boat including thinking about what you 
would be doing with the boat...owning the boat 


requires a lot of maintenance! Enjoying the fantasy. 


And, what is an Aethelwulf?! 

An Aethelwulf means noble wolf. It is something 
that | aspire to be, | aspire to be as noble as | can. 
Wolves are noble creatures, but are also pack creatures. 
Any family member can knock on my door and | will 
do anything for them. | can always rely on my family 
and the friends that | have, like quality over quantity. 


Better a small pack of wolves than a herd of sheep. 


What got you into gaming in the first place? 
When | was a kid, | visited my uncle and he had 


the old NES. | played Mario 1 on that and thought, 
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“this is cool. | like this! | really, really like this!” Me 

and my brother badgered our parents until we got a 
Nintendo, and then a Super Nintendo. That's when the 
gaming really kicked in cuz the SNES was such a huge 
upgrade, so much more was possible. Instead of just 
platformers and ‘meh’ gameplay, we had full blown 
RPGs, and really good platformers like Donkey Kong 
(first game]! | really stuck in the RPG section for the 
vast majority of time on the SNES. | love JRPGs, their 
long, grindy nature. | like any Final Fantasy game up 

to FF12, | played them all, it took too much time! For 
Super Nintendo | liked Lufia 2, Rise of the Sinistrals. 
These days | just use PC emulators, | have emulators 
for PS1, PS2, DS, Gameboy color, N64, just, all of them. 


So how did you hear about 
SMITE in the first place? 

Funny enough, that started with Borderlands 2. | 
love Borderlands 2. It gives me my shooter fix, while 
still giving me the leveling up like the old JRPGs. Loot 
was fun, but it was the leveling, the optimizing of 
the character, trying to be overpowered. There were 
some YouTubers | followed, and one of them showed 
a domination gameplay of SMITE. He was playing 
Thor and | thought yeah, this looks pretty cool! 

! sucked horribly ‘cuz | had no PVP experience 
whatsoever. | was used to being able to retreat and 
think. PVP doesn't give you that. The mythology 
and the gameplay stuck in my head, and within 2 
hours of playing | bought the ultimate god pack and 
now, 3-4 years later, I’m still here and still play 


ona regular basis. SMITE was my first MOBA. 


A lot people find SMITE easier 
than other MOBAs? 

Yes and no, everyone has third person experience 
but it can be fast paced at times. A lot of people can't take 


that and move into SMITE. However, SMITE has unique 
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items, which are weird, physical and magical scaling, 


live skill auto attacks, some parts of SMITE are a mess! 


Smite has millions of players now, how long 
did it take you to remember all their names? 

Hahahaha [lights something) | know maybe 
20 SMITE names, and one is cheating! 

When | started playing SMITE, it was still in 
beta. The best way to get the feeling back then Is to 
look up some beta patch notes and what was fixed. 
That is the perfect description of how it was. Messy, 


clustered, but everyone had that familiar 


feeling with each other as players. 


Not like... a (wolf) pack? 

Haha, not really, everybody that played 
was very much aware it was still in BETA. 
Everybody just messed around and had 
fun. The meta was almost impossible to 
shape because HiRez patching back 
then was so aggressive. Biggest 
example is the Polynomicon 
nerf. For the longest time it was 


auto include on anyone because it 
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added 100% of your magical power to the next AA that 
hit. And that was waaaaay too strong. Eventually, they 
decided to nerf down to 50% and most of the nerfs were 
like that. It was huge only to be buffed back up. As it 
progressed, it got more and more professional, more 
controlled...like the passion and fun that was in there 
kind of faded away and introduced more try-hardiness. 


People get more upset when you don't follow the meta. 


Ugly drafts. 
That's the fun thing! There were no ugly drafts back 
then! You could play anything and get away with it. 


Did you think it would take off like it did? 
Hmm...actually never really considered 
that, | had no experience with PVP: | just thought 
“this is a game that | like and | want to play it”. 
Did | expect it? No ‘cuz | never thought about 
it. Surprised? No. It fills a niche in the 
MOBA market that games like 
Paragon are trying to fill. But 
yeah, Paragon follows too much 
the classic MOBA pace. That's 
the strength of the 3rd person - 
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you can increase the pace. SMITE is in a good place. 


It won't be the greatest but it doesn't have to be. 


How has it changed since you started 
playing it? Is that what you expected? 


It's changed a LOT. It’s hardly recognizable. 


How did you get involved with the magazine? 
Fairly straightforward actually. | scoured Reddit 
frequently when the first issue released. Saw the 
first issue, saw they were calling out for writers. | like 
writing, let me just apply! Since issue number two I've 
been featured in every one. From writer, to production, 


to editor, until the previous editor worked for HiRez. 


So what games are you playing now? 

Over a thousand hours in Borderlands 2! 
SMITE. Of course. Battleborn...though it’s really 
sad that the game didn't take off as much as it 


deserved, got snowed under by Overwatch. 


Some people are complaining that the 
Rat rework after Susano are incredibly 
overpowered. Compared to the OP you 
experienced in beta, what are your thoughts? 

Uhm, people need to stop bitching and start waiting, 
simple as that. There's a reason why characters are 
banned in ranked for the first one or two weeks, because 
of this. Internal play testing can only achieve so much. 
Yes while some might be ex pro players, it’s stilljust a 
small group. When you release it to millions of players, 
some of which are incredibly creative, of course they are 
going to be OP. So they have the time to see how they 
perform. It’s better to release overpowered instead of 
underpowered like Nox and Ravana who needed entire 
kit reworks for people to notice them again- and still 
took a couple weeks. Easier to go down than up. Just 


don't immediately get your knickers in a twist. First of 
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all it's a game. Yes it can be frustrating if you encounter 


the same thing over and over. Does it mean it’s OP? No, 
could mean something that might need to be worked on. 
A lot of the people just care about the win and not about 
improving the game. If you're behind, people start hitting 
Fé, OK, we're behind, let's just get out. People don't learn 
to come back or play safe and farm up. Then suddenly 
out of nowhere turn it around. It’s an important moment 
of the game. In Joust, if you have a DC 3v2 you can still 
win it! You outlevel them within a few minutes. You can 


still pull out a game and you will feel more satisfied. 
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Those are good life tips too.... 

Basically, yeah! | think that is a side product of 
American culture. American culture is hyper competitive 
and winning almost regardless of the cost is seen 
as avirtue. That's the underlying feeling. Enjoyment 
is a huge cost to pay. That natural PVP competition 
is really fed into by the hypercompetitive American 
culture that influenced online gaming. People abhor 


loss to such a degree that they'll do anything to win. 


Like Harvard cheating to win 
Heroes of the Dorm? 

Basically yeah. | played competitive rugby ona 
national team and that’s where | learned that you can't 
just give up...you cant just roll over and let them stomp 
all over you. There is no Fé button! There's no such thing 
as walking off the field saying okay guys you ve won. 
Some games were so tight after what seemed like a loss 
at the beginning. That's true of any type of team game. In 
SMITE I've played games that had a huge deficit, instead 
of giving up, we pulled ourselves together, we farmed, 


played smart. People don’t experience that anymore. 
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Some players say that HiRez is focusing too 
much on percentages, damage numbers, things 
like that. What are your thoughts about that? 

Thing is they need something quantifiable to work 
off of. People don't realize how hard it is to keep a PVP 
MOBA balanced. It’s incredibly complex. You need a 
foundation to base balance on. A lot of the variables 
that decide balance are unquantifiable like skill and 
experience. Simply player capabilities. | don’t have the 
reflexes that a fourteen-year-old has, but | have far 
more tactical insight. How to use not mainly my own 
capabilities - it’s easier to calculate in that, yes you 
have to depend on others, everybody has a role. Trust 
on others to play that role to compensate for player 
weaknesses. | can compensate a lot easier. Give me 
Support, which requires a lot of situational awareness, 
not just the five health bars of the enemy, but the 
other five of your own team. The escape abilities, the 
cooldowns and actives. That's the stuff that is easier to 
track. | tend to play Support a lot better. | don’t care for 
wins and kills, | care for good plays. If | play the whole 
game and lose, but had three or four good plays, I’m 
happy with that game ‘cuz! played well. If | win ‘cuz the 


enemy team got steamrolled, | feel bad about that. 
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Noble wolf mentality. 

In a sense, yeah. Respect is something you earn, 
not just have. Honor is a stupid concept. Set hierarchies, 
| hate them. | don't believe in being nice just to be nice. 


/ hate nice. | very much appreciate kind, not nice. 


So the final question, and arguably a very 
important one: Would you rather fight a thousand 
duck sized Susanos, or, one horse sized Susano? 


Depends on who or what | am? 


Awolf. 

...one horse sized! ‘Cuz as a wolf I’m not alone. 
And sure you can chase a thousand little ducks with 
five wolves but it’s gonna take forever! One you can 
handle no matter the strength! Just nip and wear 
down. Slowly harass him down! He has no sustain! 


Grind him down, force back to base. You win! 


Thank you for this insight and 
opportunity, and everything you do for the 


SMITE community and the magazine. 


| think you're overrating, but thank you nonetheless. 


By Pete Fullinwider 
Artwork by Maria Manrique Ccopa 
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CAPTION COMPETITION: 
APHRA CADABRA APHRODITE 


This month we are giving you the chance to win 800 gems. The winner will be able to pick whether they 


N 


receive PC, Xbox or PlayStation gems. All you have to do is think of a caption and submit it to us via the link below! 


WIN 800 
GEMS 
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CAPTION COMPETITION: 
SKI PATROL SKADI 


This month we are giving you the chance to win this character skin of Ski patrol Skadi. All you have to do Is 


think of a caption and submit it to us via the link below! 


- 


A 
_ Yo WIN THIS 


® © CHARACTER 
; SKIN 
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Faux Ad by Asim Shreshta 
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Newest God Released: 
Fafnir: Lord of Glittering Gold 
See You Next Issue! 


